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W elcome back! It's been a long haul 
since last issue - literally! Ive just 
returned from six weeks on the road 
completing a journey that took the SHAD IS 
staff from coast to coast and back again. 

Our tour included Origins in San Jose, 
California, DragortCon in Atlanta^ Georgia 
and of course, GerrCon in Milwaukee, Wis¬ 
consin, Along the way we were able to drop 
in on game stores who have been supp)orting 
us and took advantage of the opportunity to 
meet many of our readers face to face. 

By now you’ve noticed some strange 
changes in your typical issue of SHADIS. 
Undoubtedly, you had to rip your issue out of 
its polybag confinement only to find a pack of 
cards inside. 

Last issue we announced that Issue ^15 of 
SHADIS would have two, unique Magic: The 
Gathering cards inserted in it. This was based 
on the promotional card program Wizards of 
the Coast had announced shortly before press 
time on the last issue. 

Advance orders on the issue suddenly 
exploded. Three days after the announce¬ 
ment, over 120,000 issues had been ordered! 
A few days later the subscription checks began 
to pour in at a phenomenal rate. Magic-mania 
had hit home in a BIG way. 

The program Wizards of the Coast had 
generously offered involved seventeen differ¬ 
ent magazines. 1 can only assume the other 
magazines were flooded with the same over¬ 
whelming response. 

In late July, Wizards of the Coast 
announced it was altering the program. In a 
press release dated July 22, 1994, WotC 
stated that, this time, any and ali prior 

information regarding the original project 


/promotiona/ card project} should be con¬ 
sidered null and void. In an effort to 
ensure that the majority of consumers have 
a fair and equal chance of obtoining the 
promo cardSf a select group of personnel 
at Wizards of the Coast has come to a con¬ 
sensus on a new promo card plan. ” 

The ^new' plan is to insert two cards in 
each magazine involved in the program. One 
card is to be inserted in each magazine while 
the other card will be a card no other maga¬ 
zine receives. 

The big change, however, is that the 
cards will no longer be unique. They will be 
preview cards for expansion sets scheduled 
for release two to four months down the 
road. 

We are fully aware of the factors involved 
that lead WotC to cancel its offer of providing 
unique cards and we understand why they felt 
the need to do so. 

We are satisfied that WotC is attempting to 
be as fair as possible to the dealers, magazines 
and more importantly the consumer. Even 
though distributors lowered their advance 
orders upon hearing the news, we still expect 
record sales with the insert program. 

As for SHADIS, we were suddenly faced 
with a dilemma. What were we going to tell all 
those new subscribers who had been lured on 
board with the Magic^ card offer? One 
option is to refund subscriptions to those read¬ 
ers upset about the situation, something we 
are prepared to do if a reader requests. 

Another solution we came up with was to 
purchase 15,000 Legends'" cards (In the 

form of booster packs) to insert in this issue. 
The inserts include rare, common and uncom¬ 
mon cards. We made no attempt to sort the 
cards - we simply busted the booster packs 
and inserted them randomly. There are some 

exceptions. While at GenCon we had a hun¬ 
dred cards signed by their respective artists. 


These have been inserted randomly as well as 
a small quantity of Antiquities'” cards. 

Wizards of the Coast was not involved 
with this card insert and did not provide the 
cards or assist us in acquiring the cards. I want 
to make that point clear so that other publish¬ 
ers don't draw the wrong conclusions and 
assume that WotC showed any favoritism. 
The Legends''* insert is our way of saying we 
are sorry to those readers who subscribed 
expressly to get the unique magic cards, 

I am confident that, after reading SHADIS 
and seeing what we have to offer, you will opt 
to remain with us. If not, let us know and we 
will remedy the situation immediately. 

There were some good things to come out 
of this dilemma. We were able to educate our¬ 
selves on polybagging and inserts and have set 
up the means to do so. 

Look for card inserts on a regular basis as 
well as some other surprises. Next issue we 
will be inserting a Dark'” card in each issue. In 
the future we will be inserting unique cards 
and preview cards from a several of the new 
collectible card games coming out from other 
companies. 

For those of you not into the Magic craze 
or collectible card games, let me assure you - 
SHADIS is not becoming a card magazine. 
We've added a new regular card section to 
cover this area of the industry just as we have 
sections covering PBM, miniatures, RPGs, 
Gamemaster aids, etc. 

As I've mentioned in the past, our goal is 
to expand our page count gradually so that the 
inclusion of new sections does not cut into 
space available for featured articles. 

That should do it for this issue. Again, 1 
apologize to those of you expecting to find the 
unique magic cards in this issue. 

Until next issue, 


Y* 


P. 


Jolly R. Blackburn 
September 1, 1994 
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Have you mastered the secrets 
of ley lines and magic? 

What are the psychic pOM'ers 
of the human mind? 

Where do the monsters in the 

shadows come from? 



Ley lines. The ancient orientals called it Feng- shui geomancy ... lines 
of mystic energy that course though our planet. Where these lines of energy 
intersect they create a nexus of seething power. Stonehenge^ the pyramids of 
Egypt, Mayan temples^ and Indian burial mounds marie only a few of these 
nexuses. 

Mystic places are locations of intense mystic energy waiting to be tapped 
by those who know how. They are also places haunted, controlled or plagued 
by all manner of supernatural creatures. Anomalies like the Bermuda Triangle 
are the most unpredictable. 

Rifts to other Dimensions can xar open the very fabric of space and time, 
creating doorways to other dimensions and letting horrific and alien beings 
into ours. In the future, these lines of energy will erupt and transform the 
Earth into the interdimensional epicenter known as Rifts ! 

Today, the ley lines serve as a source of mystic power and supernatural 
danger. Power hungry sorcerers and other dimensional beings use the ley lines 
and the supernatural for their own macabre puiposes. They unleash nightmarish 
monsters, ghosts, and horrible creatures into an unsuspecting world. Fhedators 
that stalk and prey on mankind like cattle and lurk in the shadows of our 
modem cities. 

Only those with a pure heart, strong mind, iron will and arcane knowledge 
can fight the rising tide of horror. They are the hidden sentinels who watch 
over the innocent while they sleep. 

_ _ yh __ _ 

Beyond the Supernatural RPG 

NEVER before has a role-playing game set in the modem world captured 
the elements of magic, psionics, mystery, intrigue, horror and the supernatural. 
Players can select from a variety of super-powered or magic oriented characters 
including the arcanist, parapsychohgist, psychic sensitive, pshmechanic, 
nega-psychic and others. The magic system is plausible and believable. If you 
play Rifts you already know the game mechanics of magic and ley lines, as 
well as their full power and danger. Perhaps the right characters at the right 
time could prevent the ‘^Coming of the Rifts.''' But to do SO they must unlock 
the secrets of magic and fight the horrors of the supernatural. 


HigMighis lacfude: 

• Nine Occupational Character Classes, 

• Over 40 psionic powers. 

• Magic, ley lines, places of magic and mystery. 

• Supernatural monsters galore. 

• A prelude to Rifts®, 

• Art by Richard Corben, Steve Bissette and Kevin Long, 

• Over 250 pages — By Kevin Siembieda & Randy McCalL 

• $19,95 plus $2.50 for postage and handling. 

Boxed Nightmares 

An adventure and sourcebook that take characters into the frightening world 
of the supernatural. 

Highiights Incltidet 

• Optional Occupational Character Classes, 

• Creating Supernatural Organizations, 

• New monsters and characters, 

• Six adventures and adventure ideas, 

• Cover by Denis Beauvais^ art by Kevin Long, 

• 80 pages plus special 16 page insert — By Kevin Siembieda, 

• $11,95 plus $1,50 for postage and handling. 

Heroes Unlimited 

This massive 248 page role-playtng game is still one of the few super-hero 
games that enables players to create eveiy genre of hero: cyborgs, robots, 
aliens j mutants (human and animal), and men of magic, as well as super-sieuths, 
martial artists, weapons masters, psychics, and even crazy heroes. 

The magic section is extensive, including not only the traditional wizard, 
but heroes empowered by magic weapons and amulets. 

Super science includes bionics, robotics, trick weapons, super- vehicles, 
super thieves, hardware specialists, gimmick makers and superspies. 

70 super-power categories, many of which offer many sub- abilities within 
that power category, plus psionic powers, magic, and skills. If you haven't 
seen this exciting and complete game, check it out today! 

Written by Kevin Siembieda, illustrated by Mike Gustovich, cover by 
Steranko. Compatible with Beyond the Supernatural, Rifts, TMNT, Niiyas 
& Superspies, and the entire Palladium Megaverse. $19,95 plus $2,50 for 
postage and handling. 

Villains Unlimited" 

Highiighis Indtide: 

• Over 80 villains and a dozen heroes/anti-hero^, 

• Secret villainous organizations like the Fabricators and Dark Tri buiuii; 
eight in all, 

• How to design your own super organizations. 

• S.C,R,E,T,: Super being Control, Retrieval, and Elimination Teams 
— government agencies developed to counter the threat ^^uper hu¬ 
mans.^ New robots, weapons, gimmicks, equipment and more. 

• Art by Long, Siembieda, and Gustovich, Written by Long and Siem¬ 
bieda, 

• 224 pages, $19,95; please add $2,50 for postage and handling. 

Coming This Summer & Fall 

Lazio Agency (for Beyond the Supernatural): As the new century draws 
ever closer, magic energies have increased and supernatural monsters seem to 
be on the rise and increasingly aggressive. Only the Lazio Agency holds some 
of the answers and can protect the innocent from the creatures and madness 
that lurk in ihe shadows. Written by Kevin Siembieda and Steven Sheiring. 

The Nursery (for Heroes Unlimited): 'The government (or is it) has been 
engaged in secret experiments to augment ordinary human beings into superhu¬ 
man agents, soldiers and heroes. They have made great advancements in 
bionics and other means of augmentation. All arc empowered and developed 
in The A/ursery, These mad creators of supermen have enjoyed a number of 
successes — but for every one success story there have been a dozen failures. 
Now the misfits are on the loose and The Nursery is in jeopardy. Written and 
illustrated by Kevin Long and Kevin Siembieda. 

Palladium Books^ 12455 Universal Drive 

Dept. D Taylor, Mi. 48180 

O 1^94 PitLiditnii QmIci, Iik- 

UmlbmlAd, VilUtn UnlDiitod, Beyog>d SupcmAtfAl, BAKfid l^i^htmra and odm titles ire 
o«n«d by Kevin Si«iihi«U and PitkdiwB eooki be. Filbdium Booii ii a tndcmtrk ovoicd by Kevin 





















BAG 

Our Readers Talk Back 


Grecftngs Dear Readers, 

Due to space considerations, some let¬ 
ters have been edited. 

The maif just doesn't seem to stop. 
Oh dear. We read each and ever^ letter, 
so even if it isn't printed, ^our comments 
ore welcome and your suggestrons and 
constructive criticisms are thoughtfuUif 
considered. So keep the letters coming* 
Remember SHAD/S is an interactive 
magazine - we luant you, the reader, to 
be involved. 

Gameweaver 

A Letter from the Editor 

I had some comments to make about 
reader mail and SHADIS correspondence 
in general - the Mail Bag seemed to be the 
most appropriate spot to place it* 

The past three months have been very 
hectic at the SHADIS office* Various prO“ 
jects coupled with a six week convention 
tour have contributed to a mountain of 
reader mail, submissions and art samples 
that have remained unanswered. I apolo¬ 
gize to those of you who have been anx¬ 
iously waiting for a replies. 

As soon as this issue goes to press my 
task for the next week or so will be sorting 
through the piles and writing responses. 

I thank you for your patience and I hope 
it doesn't discourage you from writing 
again in the future. We recently brought 
two interns into the office so this shouldn’t 
be a problem in the future* 

Jolly R* Btocfcburn 
Kitor, SHADIS 

Dear SHADIS, 

Congratulations on another fine issue! 
The Lost Souls" adventure looks great, I 
can't wait to run it. I also enjoyed the 
Gamemaster's Workshop section. 

Hook, Line & Sinker" is always help¬ 
ful, and I never miss reading the Zinc 
Scene™ and Bits n' Pieces. These last 


two columns are fine examples of worth¬ 
while news articles that other magazines 
fail to provide - being too busy pushing 
their own products. 

Even the sections that deal with gaming 
areas outside my venue are interesting and 
well written* Please continue to maintain 
your objective neutrality and focus on 
generic and small press gaming topics. 
That is where you can give gamers the 
greatest service* 

Gary S. Watkins 
Westminster, CO 

Tfianfcs for the comments Gary. Both 
the line Scene and Bits n' Pieces have 
been an important part of SHADIS 
funder varying namesj since the begin¬ 
ning* We*re gfod readers enjoy them* 

GW 

Dear SHADIS, 

Just got my latest issue of SHADIS 
today, and had to drop by to say that I'm 
lovin' it! I used to work for WW mag before 
they went full-color, full-gloss and while 
that move made the magazine visually 
pleasing, the content has been turning me 
off for many months now (though that 
might not be the case if I was fixated on 
the horror genre)* 

Anyway 1 applaud SHADIS for its con¬ 
tent and unbiased opinions, the wide cover¬ 
age of games and interesting material, and 
of course, the wonderful Joe Gencro and 
Knights of the Dinner Table™* 

I recommend SHADIS to anyone look¬ 
ing tor a great all-around magazine, glossy 
stock or no glossy stock. 

Nicole Frein 
Email/America Online 

Dear SHADIS, 

I haven't roleplayed since graduatinc 
from college a year ago. SHADIS is or wil 
be my link to the gaming community (there 


aren't any good gamine stores around 
either)* If you know any roleplayers experi¬ 
encing wanderlust, send them packing this- 
a-way* 

Lisa Maricle 

P*0* Box 31 
Rome, IL 61562 

Dear SHADIS 

I just picked up my first issue of 
SHADIS and I must say that I am VERY 
impressed. I like the fact that your maga¬ 
zine goes for content over appearance and 
went for more pages rather than glossy 
ones. 

I must say that the articles are nicely 
written and the editing is good, but I have a 
hard time judging that without seeing what 
was given to edit. (The editing is good. 
Asst Ed.] 

The layout did leave me a bit confused 
at first glance as to what was an ad and 
what was an article, but it is so packed with 
stuff, that is hardly a complaint* All in all, 
hats off to you for your great work. 

Mike Blank 
Email/America Online 

Dear SHADIS! 

Every issue that arrives in the mail just 
keeps getting bigger and better* It's pretty 
obvious to everyone who's watching, I 
should think, that SHADIS is certainly here 
to stay. 

For a while there, you seemed to be in 
that standard rut of new magazines, con¬ 
stantly asking yourselves (via editorials and 
articles) “Why are we here?", but now that 
you've found your footing, you're starting 
to pick up a rhythm* 

Many thanks, and another toast to 
SHADIS and her readers* 

Steve Madill 
Ontario, Canada 
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$ 21.00 

for a FULL Year!! 


Send check or money order to: SHADIS 
17880 Graystone Avenue #203 Chino Hills CA 91709 
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Control your role playing universe 
with MAN HUNTER™; 

the role playing game of bounty hunting in the far future 

• Complete rules for a futuristic bounty hunting RPG 

• Includes everything from high tech to magic 

• Choose from terran, alien, or even robotic characters 

• Special ship design and robotic design rules 

• Detailed list of the most wanted criminals 


ts4 YR M I DD N 


Shape your character’s destiny with 

INTO THE BLOODHOOD™, 

the next supplement for the Manhunter™ universe 


Detailed information on 
the origins and 
workings of the Bounty 

Hunter's Guild; The 

Btoodhood 

Four new races for use 
in the Manhunter™ 
Universe 

Ship designs, detailed 
guns, and plenty of 
hardware. 

Complete rules for nine 
optional Manhunter™ 
character classes 
Additional character 
skills 

Advanced combat rules 
Expanded magic rules 


MANHUNTER™ 

$17.95 

INTO THE BLOODHOOD™ 

$12.95 

Plus $3.00 S&H 

Bogin your hunt at your loca) hobby 
store, or order direct from Myrmidon Press, 
P.O. Box 1374 RoyaJ Oak. Ml 4806&-1374 



























Introductory Adventure for ManHunter™ 


By Brian Townsend 


P ledging "The Sorority" is an 
introductory scenario for Myr¬ 
midon Press' Manhunter™ Role 
Playing Game. It is designed for Charac¬ 
ters of 3rd — 6th Combat level. 


What the Player Character 

The PCs will be approached by a 
member of Conudyne Corporate Securi¬ 
ty. They will asked to cany out a routine 
investigation into the disappearance of 
one of their low-level technicians. The 
CCS officer will have little information to 
give the players about their quarry besides 
what can be found in his personnel file. 
Apparently this individual was not known 
well by many within company circles, 
which may seem to be a little surprising 
to the PCs, as a look at his file will reveal 
that he had been with the company for 
over 11 years. 

It will soon become quite obvious to 
them, after a little subsequent questioning 
of the security officer, that this is due to 
the fact that the individual in question, 
one Nicholas Ola, was in fact one of the 
most quiet and unobtrusive individuals 
ever to walk the cold, sterile, antiseptic 
halls of a major corporation. Few people 
other than those he dealt with directly 
have much of an impression of him. This 
may also seem to be a bit strange consid- 
ering his ability as a computer technician 
and roboticist. His personnel file will also 
reveal to anyone well versed at reading 
between the lines (as most bounty hunters 
should be) that Mr. Ola was an important, 
although unacknowledged, member of 
one of the most successful R&D teams 
within the company's recent history. His 
forte was in the development of both the 
sophisticated software, and the high 
memory capacity/super-fast processing 
hardware necessary to make robots capa- 


A)l artwork is the property of Myrmidon 
Press and is used with their permission. 


































Pledging the Sorority 


ble of movement that closely emulated 
the humanoid standard. He is, however, 
also highly skilled in most other areas of 
electronic design and construction, as well 
as being very good at biomechanics. 

Because of this, the company is con¬ 
cerned about his disappearance, and 
would like someone to investigate to 
insure that there was no foul play 
involved, as they suspect corporate espi¬ 
onage, They are willing to offer a gener¬ 
ous fee for information about his current 
whereabouts, with a substantial bonus 
paid to "anyone who may act as a ‘free¬ 
lance representative', and in the interests 
of both Conudyne, and Mr, Ola, 'encour¬ 
age' him to return to his previous position 
with the company, at a substantia] raise in 
salary, of course," The bonus will be ‘'sub¬ 
stantial" enough to whet most sentients' 
appetites. The Security Officer will then 
provide the player characters with Ola's 
personnel file, which will include his last 
known address and a recent ‘'hole" of the 
man in question. The PCs will be given a 
number where the Officer may be 
reached, should they gain any informa¬ 
tion. No other information will be given. 
Any attempts to press for more will be 
px)!itely, but coldly, rebuffed. 

What is REALLY Going On 

Nicholas Ola is bored. Although small 
in stature, and unassuming by nature, he 
is, at heart, something of a rogue. He has 
been very successful at his chosen field, 
and has few needs his income cannot 
provide for him, but still he feels that his 
life is lacking in excitement and panache. 
So, after long and careful consideration, 
he has decided on the steps he will take 
to bring his life back on line. 

Nicholas Ola is going to become a 
mercenary. Not just any type of merce¬ 
nary, mind you. He has planned this very 
carefully. While he would admit to being 
somewhat amoral, he is by no means a 
killer, which limits the types of paramili¬ 
tary activity at which he, personally, can 
hope to be successful. This does not, 
however, prevent him from providing his 
knowledge and expertise to those who 
would be less squeamish about violent 
activity than he. 

This is what he has done, why he has 
left his old life behind for a new future, 
and why he has placed his former 
employers in such a predicament. 


Conudyne knows what his plans are, 
and in no way approves. Unfortunately, 
they did not take him seriously when he 
tendered his resignation. Why would 
someone give up a nice, safe job making 
75,000 credits a year for the life of a 
mercenary? No one at the company has 
been able to figure that out as of yet. 
What they do know is that one of their 
best techs is running around peddling 
everything he knows about Conudyne’s 
product line to the highest bidder. They 
are not pleased. 

"Pledging* “The Sorority” 

Ola has contacted, and successfully 
petition^ for membership, a formerly all- 
female group of rough and tumble merce¬ 
naries that are known throughout the 
quadrant as ‘*The Sorority". Membership 
within this small close knit group has 
been limited in the past to only female 
members of the various species of 
humanoids within the Manhunter Uni¬ 
verse; but, when his skills as a technician 
and inventor were demonstrated to them, 
there was little doubt that this policy 
would soon change. 

This policy is not due to any animosity 
towards males on the part of any of '‘The 
Sorority", These women definitely believe 
that men serve their purposes," it’s just 
that those purposes generally don't 
require them hanging around and getting 
in the way! 

Really, the truth of the matter is that it 
has been chiefly due to the fact that on 
the whole, the members of the group 
have found that they enjoy working in the 
company of other women. Also the 
group's leader, X-tina Ferrari, has found 
that having some “swaggering butt-heads" 
{an obscure Terr an pejorative whose ori¬ 
gin has been lost to antiquity) around can 
tend to cause problems with both com¬ 
mand conflicts and team morale. There 
have been many qualified men who have 
petitioned for membership in “The Soror¬ 
ity", but Ola is the first whose interest is 
purely professional. X-tina believes he is 
not likely to cause conflicts due to a rag¬ 
ing libido, or because he has to take 
orders from a woman. That, combined 
with his impressive skills as a technician, 
almost certainly guarantee that the group 
will be able to take on more profitable 
missions, which made his acceptance a 


shoe-in. After some debate, it was decid¬ 
ed that he would be the first male Soror. 

From Ola's perspective, ‘The Sorori¬ 
ty" provided him with the opportunity to 
fulfill a long time ambition. His research 
on the group indicated that they could use 
someone with his talents. Also, his analy¬ 
sis of their mission profiles showed a ten¬ 
dency less towards violent confrontation, 
and more towards getting the loot and 
getting out. That is not to say that they 
weren't capable of handling themselves in 
the 'down and dirty.’ 

Information gathered from the 
police blotters of a half dozen star 
systems indicated that this particular 
group of meres weren't looking for a 
fight, but when they found one they 
were locked, loaded and ready! The 
most attractive aspect from Ola's 
point of view, however, was the fact 
that as a youth he had always longed 
for sisters. As one of 8 boys he had 
often wondered what it would be like 
to spend his time surrounded by 
women. *‘The Sorority" offers him the 
chance to find out first-hand. 



Nicholas Ola 

HT: 1.52m WT: 75kg 
Race: Terran Sex: Male 
STR: 11 CON: 12 
END: 11 DFT: 10 

SPD: 14 LUK; 13 

ALT; 19 INT; 20 

CHI: 20 CHR: 17 

BTY: 10 Hits: 33 


Combat Level: 1 
SktUs; 

Computer Programming:82 
Computer Systems RepainSl 
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Electronics: 82 
Bionics: 65 

Mechanical Repair:65 
Sensor Systems Repair:65 
Power Systems Repair: 53 
Robotics: 82 
Cooking: 53 

Energy Bolt Pistol{Specia]}i48 

Combat Quote: "NYAHH!!!^ 

Ola carries a special Energy Bolt pistol 
of his own design called a 'Stunner™/ 
Designed as a non-lethal means of dealing 
with the irate, it does double the damage 

of a normal EB pistol, but for Stun and 
Incapacitation purposes only. Because of 
this modification, the weapon is only 
effective from short to medium range, 
and requires twice the power cosl: {5 shots 
per standard clip). It is, however, a very 
Elective means of dispatching one's foes 
without killing them. His demonstration 
of this weapon was instrumental in sway¬ 
ing the more reluctant members of ‘The 
Sorority” to his cause. 

One final note: Ola, while faiily coura¬ 
geous in his own right, is downright timid 
when it comes to romance. He won't try 
to approach any of his teammates in that 
manner because he is too shy (at least 
when it comes to romance, and stuff like 
that). Because of this, GMs should be 
aware of the fact that X-tina Ferrari has 
greatly underestimated Ola's romantic 
appeal to her comrades due to his unas¬ 
suming and gentlemanly nature. Given 
time he will prove to be a valuable mem¬ 
ber of the team, a stout-hearted compan¬ 
ion, and a good friend. More than a few 
of the team may, in time, come to regard 
these qualities just as highly as a suave 
demeanor and a tight butt. This includes 
Ms. Ferrari herself. 

Running the Scenario 

This scenario is designed to introduce 
the characters of Ola and “The Sorority”, 
and their special equipment to your Man- 
hunter* game. With that in mind, the sce¬ 
nario should be run as a friendly rivalry 
between groups, as opposed to a straight- 
out firefight between mortal enemies. If 
the two groups manage to survive their 
first encounter, they can become hated 
enemies, or best of friends, as the cam¬ 
paign goes on. 

Conudyne will appear, on the surface, 
ready to respect and support Ola's deci¬ 
sion to go his own way. The truth of the 


matter is that while they are not yet ready 
to go to any means to see to it that none 
of their competitors gets any of the confi¬ 
dential information locked up in his head, 
they are ready to go to rather extreme, 
and possibly illegal means to get him 
back. To this end they have deployed a 
special hunter/seeker model of their stan¬ 
dard M-3 robot to tag along behind the 
PCs, and to insure that Ola returns to the 
company, should they find him. 

This robot, called Thomas, will 
have orders to “take care of” anyone 
that interferes with their latter func¬ 
tion, including Ola himself if the 
need arises. He will most likely follow 
these orders, executing them with 
extreme prejudice as he sees fit, 
unless he can be persuaded not to do 
so, or the possibility to execute these 
commands does not present itself. 
While he does not enjoy working for 
Conudyne in this capacity, he is a 
realist. He still has 46 years of inden¬ 
tured servitude to the company left. 
Should he be successful with this mis¬ 
sion, he has little doubt that the com¬ 
pany will make those decades as 
enjoyable for him as reasonably pos¬ 
sible, It should be noted that while he 
is loyal to the company, he is still an 
indentured servant. With sufficient 
persuasion (including the offering of 
aid in escaping the Company) he 
might be willing to turn traitor and 
aid the PCs and the NPCs. Unfortu¬ 
nately, Conudyne has prepared for 
this eventuality. 

Thomas 

HT: 1.82m WT: 350kg 
Race: Robot Sex; 'Male' 

STR: 24 DFT: 16 

SPD: 14 LUK; 13 

ALT: 15 IIST: 15 

CHR:6 

Combat Level: none 
Skills; 

E. Bolt Pistol: 100 
Tracking: 75 
Brawling: 75 

Blocks: 

1: Weapons Link 
2: Deflector Shift 
3: Environmental Armoring 
4+5: Antigrav Units 
6: Arms 
7: Legs 



8: Battery 

9: Grenade Launcher 

10: Power Plant 

11: ••SpedaP* 

Combat Quote; “Surrender now. I 
really don't want to have to kill you. You 
seem like such reasonable beings.” 

Notes: 

All the robot's weapons are fired out 
of special housings in it's left arm. It has a 
payload of 10 grenades. They are as fol¬ 
lows; Explosive (3) - Class G Damage; 
Concuss!ve (4) - Class D Damage 2x stun; 
Gas (3) “ 3x Class C Damage, stun and 
incapacitation only. 

**The Special 11th block is a self 
destruct mechanism that UJif/ on/y be 
activated should the robot be captured, 
or destroyed, or otherwise fall in his 
mission to capture Ola. 

Thomas does not know that block #11 
exists, but has come to suspect that the 
company may resort to such measures in 
cases of extra-legal activity of the type 
being performed on this mission. The 
quasi-legal policy of 'hiring' a robot bounty 
hunter to bring in Ola dead or alive is not 
one which the company wishes to have 
made known to the general public. It is 
only logical to assume that if the company 
has so little regard for Ola, an organic citi¬ 
zen of the ATPDS, they will not hesitate 
to eliminate a robot. 

The self destruct is designed to go off 5 
minutes after the robot is incapacitated, or 
immediately upon receipt of a coded sig¬ 
nal. The result will be the total destruction 
of the robots CPU. This will destroy all 
evidence that the robot's activities were 
direct orders from it's superiors at Conu- 
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dyne. There is only a 25% chance that 
Ola will be aware of this mechanism, as it 
is in no way a standard feature. If he is 
aware of it, he will be able to deactivate it, 
but at a -25% to his rolls due to unfamil¬ 
iarity with the mechanism, and limited 
time. Should this event come to pass, and 
Thomas survives, he will seek "asylum” 
within the group. He will feel strongly 
indebted to Ola, and be thankful to any 
PCs who aided in his salvation. If not too 
badly damaged, he will offer to join 01a*s 

team. The combination of the robot's 
physical capacity, plus the incriminating 
evidence contained within it's memory will 
be enough to earn it membership, and 
keep Conudyne off the group's back (for 
now!) 

“The Sorority” 

"The Sorority", while rough, aggres¬ 
sive, and sometimes violent, are pretty 
much a good group of '"Jills,” Generally 
speaking, they try to maintain a profes¬ 
sional, but realistic attitude towards their 
only sometimes-]egal means of making a 
living. They also work cheap. "If you have 
to ask, you can afford us,” as they have 
been heard to say on occasion. "She who 


fights, and runs away, keeps her ass 
another day!' has also been attributed to 
them. They are a competent, clever {if 
not sneaky,) group of mercenaries who 
have tried to stay within their limitations 
as an effective force. With the addition of 
their newest member, they have gained a 
level of technological expertise matched 
by few groups in their sector of space. 

As a rule, they attempt to avoid unnec¬ 
essary conflicts. The only exception to 
this is when it comes to the safety of a 
team member. X-tina Ferrari takes the 
attitude that her team is more important 
than the job, and the job is more impor¬ 
tant than anything!! Ail for one, and one 
for all; if a member is injured or captured, 
the others will make ail rational (and 
some irrational) attempts to aid them. 
This is when the team is the most danger¬ 
ous, as they will be less likely to check 
their more lethal instincts. This means 
that if the PCs or the M-3 decide to take 
Ola back by force they’ll have to get 
through the rest of the team, and any sur¬ 
vivors WILL come for him. 

A charismatic bunch on the whole, 
they are just as likely to buy the PCs a 
drink as punch them out (as long as the 
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Adventure Writer 

is a PC compatible computer program which 
allows you to create detailed hex and square 
maps using a variety of terrain types, colors 
and text labels. 

Create Hex and Square maps up to 
50x50 map locations in size. 

Text labels may be added to each map 
location, ai:d optionally printed. 

30+ Terrain types suitable for indoon 
outdoor, and outer space mapping. 
lYint BAV & Color maps at 1 Smm, 

25nun (mmiature) and single page scales to most dot-matrix, inkjet, and laser printers. 
Supports Add-On Terrain Packs which each provide a selection of additional terrain 
types. The packs currently available include: Natural Caverns, Great Outdoors, 
Possessions & Accessories, Catacombs, Medieval Arms & Armor, and Crround Forces. 

(Terrain Packs are availabie separately. Call for additional Information and pricing.) 

MS-DOS & Microsoft Windows versions available. (Please specijy when ordering) 

To Order Send $30 plus S5 S&H to DIGITAL Alchemy, 11469 Olive Blvd tf223. St. Louis, MO 63141 

or to order by phone call: 

Orders: 1-800-566-MAPS Information; 1-314-447-8250 

Mastercard, and VISA Accepted, Please Specify Disk Size When Ordering. 


PCs don’t have any evidence that would 
hold in a court of law) These women are 
plainly and simply—adventurers. Not con¬ 
tent to play by the rules of the ATPDS, 
they lead their lives as they see fit, doing 
what it takes to turn a quasi-legal credit. 
Their attitude is not atypical of those who 
live in the fringe world in which a bounty 

hunter has to operate in the Man hunter’* 
Universe. 

X-Tina Ferrari 

HT: 1.57m WT: 60kg 

Race: Terran Sex: Female 
STR: 12 CON: 13 

END: 12 DFT: 17 

SPD: 17 LUK: 13 

AiT:17 INT: 15 

CHI: 20 CHR: 11 

BTY: 16 Hits: 35 

Combat Level: 5 
Skills: 

Tactics: 76 
Light Blades: 76 
Reflex: 49 
Unsheath: 53 
Sub-Orbital Pilot: 59 
Plasma Weapons: 51 
Medic: 48 
Martial Arts: 53 
Thrown Weapon(Saber): 49 
Explosives: 77 
Kirn Dialect: 99 

Melee Weapons; 

Tulwar; ATT 35; DEF 34;L +2; DAM 
B;A/R 3 1/2 

Military Hand to Hand; ATT 32; DEF 
30;L -2;DAM C/D;A/R 3p, Ik 

Combat Quote: "Lock and load, 
ladies! Court is now in session!” 

Xriina Ferrari is leader of the group of 
mercenaries known as "The Sorority". 
She founded the group with her child¬ 
hood friends Mishti and Shashti. Ail three 
grew up on the Dagio trade colony in the 
Zeta quadrant. X-tina applied for and was 
accepted within the ranks of applicants at 
the ATPDS Academy. She quit just 
before completing her final year. Reunit¬ 
ed with her former cohorts and out on 
their own, the three young women decid¬ 
ed to become blades for hire. 

She leads the team more by example 
than by direct force of personality. While 
not a true democracy, she sees to it that 
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every member of the team has a specific 
niche which they are allowed to fill with 
little interference as long as the job gets 
done. She herself provides the team with 
a general direction and direct tactical 
assistance in combat situations. In her 
opinion the best team is one whose mem¬ 
bers look upon the team's goals as their 
own goals as well 

■In combat, she operates quickly and 
efficiently, calling out strategies and 
orders using a Kirn dialect she and her 


friends learned, and have spoken since 
childhood, but is spoken by few others 
(99% chance no PC, Kirn or otherwise 
will be able to speak it,). Trained in demo¬ 
litions, she has always believed in the cre¬ 
ative use of explosives as a means of solv¬ 
ing problems, and resolving differences 
with non-teammates, so she will always 
have some handy, either in the form of 
various types of grenades, (Damage Class 
G concussion, or Class F, Stun only) or as 
small incendiary devices secreted upon 
her person. Overall, she is the group's 
guiding hand, the one the others turn to 
in times of trouble, and the one most will¬ 
ing to look trouble squarely in the eye. 



Mishtt 

HT: 1.57m 

Race: Kim 
ST: 11 

END: 11 
SPD: 23 
ALT: 22 
CHI; 15 
BTY: 18 


WT; 55kg 
Sex: Female 
CON: 10 
DFT: 19 
LUK: 17 
INT: 15 
CHR: 18 
Hits: 26 


Combat Level: 3 
SkiUs: 

Knife: 53 
Light Blades: 79 
Reflex: 56 


Economics: 48 
ATPDS Law: 7 5 
Energy Bolt Pistol:51 
Dodge: 83 
Kim Dialect: 99 
Common 1:40 
Common 3:38 


the team and her teammates. A coura¬ 
geous warrior, and crafty foe, she likes to 
*push the envelope' whenever possible. 
While she may be at times, more than her 
teammates can handle, she does insure 
that a good (or harrowing!) time will be 
had by all. 


Melee Weapons; 

Scimitar;ATT 36;DEF 33 ;L +0;DAM 
B;A/R 3 1/2 

Dagger;ATT 26;DEF 23;L -2;DAM 
A;A/R 4 1/2 

Combat Quote: "Why, I AM the 
saucy minx, aren't I?" 

Even amongst the Kirn, who have a 
reputation for capricious behavior, Mishti 
is considered something of a flake. What 
else would you call someone who after 
finishing her law degree, passing the Bar, 
and joining Aiishti-0, Baarrgrak, and 
Smith — one of the most prestigious law 
firms in the galaxy — decided to chuck it 
all, and become a paid mercenary? 

And while it is true that she now 
serves as the team's legal and economic 
advisor, she seems to be more interested 
in getting into scraps and tight situations 
than into the team's stock portfolio. 

This is not to imply that she has been 
derelict in her duties. Far from it! Known 
throughout the system as the “Battlin' 
Lawyer," or “the Martial Legal Eagle,” 
Mishti has used her skills as a solicitor to 
get her friends out of sticky legal entan¬ 
glements, or bad contracts more than 
once. Those skills, combined with her 
keen mind, charming demeanor, and lan¬ 
guage skills have made her one of the 
most important members of the team. 
She will ALWAYS be present when X- 
tina is negotiating a contract with a 
prospective client. 

In combat, as in the rest of her life, 
she is cocky, confident and assertive. If 
she sees something she wants, she goes 
for it. During a fight she will dive in full 
force, using knife, scimitar, and if neces¬ 
sary, blaster pistol, all at the same time. 
She lives for the thrill, and at times almost 
dies for it. She knovys she takes risks, but 
she counts on her friends to back her up, 
and on X-tina to stop her before she does 
something really stupid. 

Aristocratic, haughty, and sometimes 
even superior in her demeanor and 
behavior, she is nevertheless dedicated to 


Shashti 

HT:1.5m 
Race: Kirn 

STR:10 
END; 11 
SPD: 23 
ALT; 17 
CHLIO 
BTY:17 


WT:50kg 
Sex: Female 

CON: 10 

DFT:18 

LUK:16 

INT:15 

CHR:20 

Hit5:25 


Combat Level: 5 
Skills; 

Security Systems: 76 
Light Blades: 75 
Reflex: 53 
Pick Locks: 48 
Pick Pockets: 58 
Energy Bolt Pistol:49 
Stealth: 75 
Dodge: 57 
Climbing:31 
Acrobatics: 54 
Kirn Dialect: 99 


Melee Weapons: 

RapiGr;ATT 37;DEF 36;L +6;DAM 
A;A/R 4 1/2 

Combat Quote; " ” 

If Mishti stands out because of her 
flamboyant and abrasive behavior, her 
cousin, Shashti stands out for just the 
opposite reason. Despite the fact that she 
is a member of a race of beings known 
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for being free-spirited and adventurous, 
she is positively demure* This is not to say 
that she is shy or inexpressive when it 
comes to her feelings, just that she is sub¬ 
tle, and much more subdued than mem¬ 
bers of her race are expected to be. 

Nor is she timid* Always something of 
a rebel, she fell in early on with one of 
the groups of young toughs that seem to 
always spring up in major spaceports like 
Dagio. Not enough of a heavyweight to 
be a 'thumb buster\ she turned her nat¬ 
ural talents (which included a prehensile 
tail) towards the lifestyle and habits of a 
thief* She showed some promise, and 
might have been on her way to a lucra¬ 
tive career with one of the Cartels, had 
she not been caught. It was only due to 
the intervention of X-tina, and the Ferrari 
family (for whom Mishti's and Shashti's 
families worked) that she was spared a 
trip to a juvenile detention asteroid. She 
and X-tina have been best friends ever 
since, 

Shashti is not a fighter. She will be 
the first person to point this fact out* 
While she is very capable with her 
weapon of choice, the rapier, this profi¬ 
ciency comes more out of necessity than 
a desire for excitement or need to inflict 
pain and suffering. She has no taunts, or 
sly jokes to make during a fight. She'd 
much rather concentrate on what she’s 
doing, and not take the chance of getting 
sliced! 

Probably the most jaded member of 
"The Sorority”, she has, in her past 
career as a criminal, seen and done 
things that her friends have only heard 
about* Her sometimes casual attitude 
about death can be chilling to the unpre¬ 
pared. 

Yet despite her past and her 'chilly' 
disposition she is well liked. She has a 
wry, acerbic wit, and a smile that could 
stop a charging Ular in his tracks. She 
also still maintains friendly relations with 
some of those she worked with "in the 
old days," and can generally call in 
friends or favors to help out the team in 
time of need. And she is always ready to 
return a favor* As she'll tell it, "The old 
'Give and Take' has gotten me further 
than a ready sword or a charged blaster 
ever will.” Liked by many, trusted by few, 
she is nevertheless an honorable and 
capable mercenary, and considered by all 
an asset to her team* 



Bateeki-O 

HT:1.65m WT;63kg 

RacciChiropti ScxiFemale 

STR;11 CON: 12 

END:16 DFT:15 

SPD:22 LUK:7 

ALT: 17 INT;9 

CHI: 14 CHR:8 

BTY:20 HitsrSS 

Combat LeveLS 
Skills: 

Thrown Blade: 65 
Light Blades: 77 
Reflex: 39 
Fast Draw:43 
Unsheath :45 
Plasma Weapon:49 
Brawling* 65 
G E Weapon:38 
Climbing: 35 
Acrobatics: 48 
Kim Dialect: 65 

Melee Weapons: 

Shee-p3ek;ATT 42;DEF 42;L +2;DAM 
D;A/R3 

Combat Quote; “Tseee—Tsese— 
Waaaah!!" (A Chiropti phrase meaning, 
"As far as I'm concerned, youVe already 
dead, so DIE DEAD MAN!!!”) 

When it comes to a straight out 
and out fight, Bateeki-O is undoubt¬ 
edly the most dangerous member of 
the team. In combat, she is fast, 
aggressive, and ruthless* 

She is also hunted* 

To a Chiropti male she is the ultimate 

in physical beauty. To traditional Chiropti 
society, she is a prize to be possessed, 


sometimes at any cost. Even to non-Chi- 
roptl, her physical appearance can be 
quite alluring, especially to those males 
who like their women “exotic.” She has 
more than once had to brutally rebuff 
potential male suitors. She was forced to 
leave her family, and move to ATPDS 
Space in order to escape the hand of one 
such suitor, Chekeetek, an extremely 
powerful and influential Chiropti Warlord* 
Chekeetek was directly responsible for 
the deaths of many of her own family* 
Her revenge, she promises will be long, 
slow and horrible. X*tina's one hard and 
fast rule is that whenever the team is on a 
planet that is known to be frequented by 
Chiropti, or have a large numbers of Chi¬ 
ropti on planet, Bateeki-O does not go 
out alone! For both her safety, and the 
safety of those around her!! 

The other reason for these stringent 
measures is that sword Bateeki-O carries 
is a one of kind, and very valuable Chi¬ 
ropti artifact. One of the first thing the 
ATPDS discovered about the Chiropti 
was that they are, bar none, the best 
known weaponsmiths in the galaxy. Cen¬ 
turies of intertribal conflict has made the 
making of killing devices an almost reli¬ 
gious obsession for the race* Chiropti 
swords were said to be the sharpest, and 
most durable to be found anywhere. With 
the improvements made possible by the 
importation of manufactured plastics and 
alloys to their space, they have taken the 
manufacture of melee weapons to an 
unheard-of level* The Chiropti are fanati¬ 
cally dedicated to the idea of creating a 
better sword, and are always experiment¬ 
ing to find a way to do so. The sword 
Bateeki-O carries is the result of one such 
experiment. 

The weapon in question is a Chiropti 
variant on the straight saber called Shee- 
pek — named for a predator on the Chi¬ 
ropti home world similar to a tenran lynx, 
but infinitely more aggressive. It was 
forged by her father using an alloy he cre¬ 
ated from an old starship hull, and a 
chunk of a large meteorite that fell on her 
family's lands on the day of her birth. 

No ordinary sword, it is perfectly sized, 
weighted, and balanced for her use, giv¬ 
ing her an additional +6 to her 

attack/defense while using it* She has not 
yet been able to find a material that it will 
not cut through (eventually)* She always 
keeps it on her person, but only uses it in 
those instances of dire emergency, or the 
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most serious aggression* If she simply 
wishes to kill someone, she will use a 
more mundane weapon* 

This has not stopped word of the 
sword's existence from leaking outi how¬ 
ever. Always on the lookout for rare Chi- 
ropti swords, there is more than one 
weapon collector out there who would 
pay a hefty price for a sword of that quali¬ 
ty, There are also Chiropti Warlords other 
than Chekeetek to take into considera¬ 
tion. A warrior of Bateeki's beauty, and 
ferocity wielding a sword of the qu^ity of 
the Shee-pek would tempt many to try to 
take her for his wife* Players and GMs 
should remember that most Chiropti 
believe that “Might makes Right’*. The 
Warlords have honed this ideology to a 
fine art. It should be noted that Bateeki-O 
and her 'sisters* are more than willing to 
educate them on the errors in tliat line of 
thought, however. 

Bateeki-0 is a Warrior. She lives for 
battle. The only thing she cares for more 
than combat are her teammates. And her 
revenge, 

A general note here, on running mer¬ 
cenaries and bounty hunters in the Man- 


huntcr'^ Universe, While many PCs may 
bemoan the general use of bladed 
weapons by martial types within the 
game, especially when there is such wide 
access to ranged weaponry, they do serve 
a purpose* In addition to providing a way 
past the various energy weapon detec¬ 
tion, and nullification systems within the 
Manhunter™ Universe in a manner that 
does not bring the weight of the law 
down upon the PCs, as regular use of gas 
expansion weapons will, bladed weapons, 
while dangerous, and effective, are SUR- 
VIVABLE* 

Incapacitation in melee combat means 
simply that—you are incapacitated- Not 
dead, or burned over three quarters of 
your body by super hot plasma—you’re 
just not getting up any time soon* Unless 
your opponent delivers enough damage 
to you in one blow to take you significant¬ 
ly past your % of hits for a location, or 
destroys your head, the level of medical 
science within the Manhunter^ game 
should be enough to bring your character 
back to snuff, although it may take a sig* 
nificant amount of time for you to heal. 


Consider; when someone pulls an 
energy weapon in a fight, it's safe to say 
that they mean to do their opponent 
SERIOUS HURT! And since stray shots 
are a common occurrence in firefights, 
those around you other than your intend¬ 
ed target may feel a little threatened by 
what may be only a show of bravado on 
your part* 

To that add the fact that, since most 
people have access to energy weapons in 
Manhunter™ Space, firefights tend to 
start quickly, and to escalate RAPIDLY. 
Better they should settle their differences 
like Chiropti — in battle! Having your 
character needlessly killed on your first 
run by some weasely punk with a gun, or 
hit by a stray plasma bolt in a bar fight is 
not much fun, believe me. 

Bladed weapon combat keeps the 
body count to a minimum, and still allows 
for the mindless, aggressive behavior we 
all find so enjoyable* □ 

Monhunter™ is produced by Myrmi¬ 
don Press, RO. Box 1374 Royal Oafe, 
MI 48068-1374. Their first supplement, 
Into the Bloodhood, is now at your 
local game store. 
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OF INSANITY 
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W hen it comes to combat and 

wounds, Cyberpunk i$ one of 
the more realistic games on the 
market. Since Cyberpunk characters live * 
in a dangerous world where gunfire and 

violent conflicts are common, the game 
carefully describes the effects of physical 
injury and recovery. 

The beauty or horror of Cyljerpunk is 
that it tries to be as realistic as possible 
about the threat of injury. But v^hat about 
insanity, the madness that strikes those 
witnessing the gruesome sights in the 
cybcrjungles of Night City? 

Cyberpunks live in a world that is not 
only physically dangerous, but also haz¬ 
ardous to their mental health. Whether 

SHADI5©I994 -^- 


characters merely encounter a dead body 
(a common sight in Cyberpunk) or watch a 
monstrous cthonian wyrm barrel down a 
subway tube after their train, the psycho¬ 
logical effects, that is, the loss of sanity 
and how it affects behavior and stats, are 
as important an element of Cyberpunk as 
the physical effects of combat. 

Insanity is not only caused by witness¬ 
ing strange events. Cyberware (a hazard 
unique to dark-future games) can also 
destroy the mind. The current rules only 
describe the phenomenon of cyberpsy¬ 
chosis, a condition that occurs when a 
character's Empathy drops to 0 from 
installing too much cyberware. Cyberpsy- 
chotics “go insane’’ and embark on mur¬ 


derous rampages because they relate more 
to machines than human beings. 

However, a character’s mental process¬ 
es can begin to deteriorate long before his 
Empathy is gone. The rules currently 
assume that the brain can easily assimilate 
cognitive enhancements, such as cyberop¬ 
tics and cyberaudio. In reality, any time a 
person's sensory perceptions are 
enhanced by cybernetics, an imbalance 
can occur between the brain's ability to 
receive and digest the incoming informa¬ 
tion and its ability to perform the appropri¬ 
ate physicd/emotional/rational response. 

This article contains comprehensive 
rules for handling both sanity loss for 
Darktimes scenarios and the effects of 
cyberware on mental health. It also 
includes new rules for recovery and two 
new skills. Psychology and Psychiatry. 
Because when a character’s psyche is shat¬ 
tered, the result can be, well, ugly. And if 
you live in Night City, you know just what 
ugly can be... 

Madness and life in the Big City 

The Cool stat encompasses a charac¬ 
ter's ability to resist fear and control 
impulses. Cool also represents the natural 
mental buffer to shocking events: fire- 
fights, witnessing death and other some¬ 
times inexplicable phenomena. A charac¬ 
ter's Cool allows him or her to assimilate 
events and to react accordingly. Therefore, 
when a character encounters a potentially 
shocking incident, the Referee should call 
for a Cool roll and assign a target number 
based on just how shocking or horrifying 
the event is. Table 1 contains some sam¬ 
ple difficulty ratings for various events. 

Table 1 is based on the “Sample Sanity 
Losses” given in the 5th edition Call of 
Cthulhu rules. Because players must roll 
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Table 1 

Event 

Difficulty of Cool Roll 

Target Number 

Cool Loss 

Finding a mangled animal 

Easy 

(TN=10) 

1 

Seeing a severe injury 

Easy 

(TN=10) 

1 

Finding a corpse 

Easy 

(TN=10) 

1 

Finding a single body part 

Average 

(TN=13) 

2 

Being abducted 

Average 

(TN=13) 

3 

Victim of rape or incest 

Difficult 

(TN=15) 

3 

Finding a mangled corpse 

Difficult 

(TN=15) 

3 

Witness the violent death of a friend 

Difficult 

(TN=15) 

3 

Witness the violent death of a loved one 

V. Difficult 

(TN=18) 

4 

Undergo severe torture 

V. Difficult 

(TN=18) 

4 

Witness slaughter of many people 

V. Difficult 

{TN=18) 

4 

Witnessing an impossible, horrific event 
(such as corpses rising from the grave) 

Nearly Impossible 

{TN=20) 

5 

Seeing Great Cthulhu* 

Nearly Impossible 

{TN=20) 

5 

*We know this would never really happen 

in Cyberpunk anyway, right? 


j 

1 


against an attribute (instead of an attribute 
plus a skill rating), the numbers are com¬ 
pressed from the regular difficulty table. 
Also, some of these events' difficulties are 
modified according to Cyberpunk culture. 
For example, because it is more likely 
that a citizen would see a severe injury in 
the year 2020, the Cool roll is rated 
Easy* Note that players who roll a 10 on 
their Cool roll have rolled a critical suc¬ 
cess and may roll IDIO again as per the 
Cyberpunk: 2020 rules. That way, if a 
Referee unleashes something particularly 
nasty on the characters, they might still 
survive the shock (even if their chances 
are slim) . 

Cool Loss 

If a character fails his Cool roll, he 
loses a number of Cool points based on 
the difficulty of the roll (see Table 1). For 
example, 1 point of Cool is lost for failing 
an Easy Cool roll; 2 points for Average; 3 
points for Difficult; 4 for Very Difficult; 
and 5 for Nearly Impossible. The initial 
loss is usually temporary. Roll ID 10 
against Table 2 for the duration: 

Table 2 : Duration of Cool Loss 

Roll Duration 

1-4 1D6 Minutes 

5-7 1D6 Hours 

8-9 1D6 Days 

10 1D6 Weeks 

After the initial duration time has 
passed, the character regains 1 Cool 
point per minute/hour/day/week until he 

completely regains his original stat. Until 


the character completely regains all lost 
Cool points, he will experience a Short 
Term Effect (STE) and possibly a Long 
Term Effect (LTE), both of which are dis¬ 
cussed in the following section. If a char¬ 
acter suffers from an LTE, his Cool stat 
may either remain lowered until he is 
treated by a mental health professional 
(see the section entitled "Recovery in the 
Psycho Ward”) or revert to the lowered 
Cool rating under special circumstances. 

The Effects of Cool Loss 

Short Term Effects. Every character 
who fails the task roll to "keep her cool” 
wilt suffer a Short Term Effect (STE). 
STEs are the immediate reaction to a situ¬ 
ation that the character cannot mentally 
or emotionally handle. Table 3 lists some 
potential STEs, although the Referee may 
invent more applicable effects. STEs last 
until the character fully recovers her Coot, 
unless otherwise noted. 

Table 3: Shcnt Term Effects (loio) 

1-2 Disbelief. The character literally 
does not believe what she sees. If 
attacked, the character will not defend 
herself against the attack that caused the 
disbelief, but instead rationalize away 
what is happening. Disbelief lasts until the 
character completely regains her lost 
Cool points. 

3-4 Fainting. The character faints 
and remains unconscious until aroused, or 
until her Cool completely returns. If the 
character is unconscious for more than a 


day, she is comatose and will not regain 
consciousness until the shock to the con¬ 
scious mind had been absorbed {i.e., 1D6 
days or weeks, however much the player 
rolls on Table 2). 

5-7 Fight or Flight, The character 
immediately attempts an INT roll. If the 
character fails the roll, she flings herself 
into the fray, trying to confront the situa¬ 
tion that caused the problem with brute 
force and violence. If she makes the roll, 
she decides she can do nothing except 
run away, and flees in blind panic away 
from the situation. Fight or Flight lasts 
until the character has escaped or nullified 
the situation that caused the Cool loss 
(this usually only takes a few rounds or 
minutes at most). However, until all Cool 
points return, she will similarly either flee 
or attack in subsequent threatening 
encounters. 

8-9 Stupefaction. The character 
stands quietly observing the event, doing 
nothing to protect herself from any dan¬ 
ger that the event might pose. She literal¬ 
ly “freezes up” and is unable to react 
physically, mentally or emotionally. Stu¬ 
pefaction lasts until Cool fully returns. 
Until then, she can be led around by 
other characters, but cannot initiate any 
action for the duration of the Cool loss. 

10 Hysteria. Overcome with panic 
and terror, the character screams and 
cries for hours, unable to accept any form 
of comfort. If hysteria lasts more than 
1D6-I-6 hours, the character will lose her 
voice for the next 24 hours due to 
hoarseness; if hysteria lasts more than 12 


18 


Volume III • Number 3 











Psybercholo^y 


hours, she will not be able to sleep with¬ 
out some form of tranquilizer. 

Example: Rat Magnett, a double^leal- 
ing fixer with a Cool of 9, was abducted 
from a bar in the Combat Zone. The Ref¬ 
eree has his player attempt an Average 
Roll, and he rolls a 3, for a total of 12. 
He doesn*t make it. The Referee then has 
him roll for an STE on IDIO: It's a 3. 
Because of the mental and emotional 
strain of the abduction. Rat Magnett falls 
unconscious in the back of the vslu which 
is carrying him away. His player rolls a 
IDlO for the duration, and rolls a 4 (1D6 
minutes). Roiling 1D6, Rat Magnett's 
player discovers that he will not regain 
consciousness for 5 minutes. When he 
awakens, the van is still moving. Drat! He 
thinks to himself once he awakens. 
Unable to check his watch on his bound 
wrists, he wonders how long he is been 
out cold. He is still pretty shaky: As a 
result of the missed Cool roll, he is now 
short 3 Cool points (for a total Coot of 6), 
which will return 3 minutes after he 
wakes up at the rate of one Cool point 
per minute. 

Long Term Effects. Long Term 
Effects (LTEs) represent permanent dam¬ 
age to the character's psyche. Any time a 
character loses Cool from an STE, he 
must make an Empathy roll (TN‘=13) and 
then an Intelligence roll {TN=13). If he 
fails these two rolls, he will suffer an LTE, 
which will last until the character under¬ 
goes extensive therapy. Table 4 includes 
LTEs. These effects may affect attributes 
other than Cool, including Empathy, 
Attractiveness and Reflexes. 

Table 4; Long Term Effects (iDiO) 

1 Panic* The character experiences 
“panic attacks" for no apparent reason. 
Every day, she must make a Luck Roll or 
suffer a panic attack at some random 
time during the day. During an attack, the 
individual feels apprehension, terror and 
impending doom, lasting anywhere from 
IDIO minutes to IDIO hours (roll 
lD6;l-2: IDIO minutes; 3-4: lD6xlO 
minutes; and 5-6: IDIO hours). Her 
heart rate increases and she shakes 
uncontrollably. Cool drops to 0 for the 
duration of the attack and she cannot 
think or act in any rational fashion. Typi¬ 
cally, the character will run home (or to a 
place she believes is equally “safe") as 
quickly as possible. If impeded, she will 


become hysterical and fight whoever or 
whatever stands in her way. Others wit¬ 
nessing the panic attack will not be able 
to identify any rational explanation for 
the character's behavior. 

2 Phobia* The most common mental 
disorder is the phobia. Characters with 
phobias experience overwhelming fear 
when they are expK)sed to the object of 
which their fear(s). Each round that a 
character is exposed to that object, he 
loses 1 Cool point until he can get safely 
away. If the character cannot get away, 

he suffers an STE as soon as his Cool 
drops to 0 (roll on Table 3). Once the 
object of fear is gone, Cool returns 1 
point per round. Sample phobias include 
agoraphobia (open spaces), claustropho¬ 
bia (closed spaces), and arachnophobia 
(spiders), etc. Referees are free to make 
applicable phobias. 

3 PSR* Commonly experienced by 
war veterans and holocaust survivors, this 
disorder causes flashbacks, nightmares, 
and emotional outbursts. Each day, the 
player must make a Luck roll (TN=15) to 
prevent the occurrence of 1D3 symptoms 
(chosen by the Referee) lasting IDIO 
rounds each (-4 to Awareness skill and -3 
Cool for duration). During a flashback, 
the character will act out the incident, 
oblivious to the rest of the world, and dur¬ 
ing emotional outbursts, he will become 
violent, placing an innocent bystander in 
the role of his abuser. If nightmares 
occur, subtract 2 from the character's 
Awareness skill the next day. The afflicted 
will repeatedly relive the traumatic event 
until he obtains mental health assistance. 
Even then, he wilt never forget the event, 
and he may be extremely reluctant to talk 
about it. (The psychiatrists at Lorena Bob¬ 
bitt's trial claim^ that she suffered from 
this disorder.) 

Example. When Rat Magnett awoke 
in the van from his faint, his player failed 
both Empathy and Intelligence rolls 
(TN^IS). Therefore, Rat will suffer from 
an LTE. His player rolls a 3 for PSR. The 
next day—after Rat's assailants rough him 
up, give him a warning, and ditch him in 
an alley — Rat begins to experience 
symptoms of PSR. His player rolls a 6 
against his Luck of 5 for a total of 11, 
missing the roll (TN=15). The Referee 
then rolls 2 on a 1D3 and decides that 
Rat had nightmares the night before — 
subtracting 2 from his Awareness skill for 
that day. In addition, he decides that Rat 


will later have an emotional outburst at 
some inopportune moment. Rat explodes 
when an informant asks for a bigger bribe 
than usual, and kills him on the spot with 
his 9mm pistol. (Rat's player rolls 7 on a 
IDIO for a duration of 7 rounds.) This 
action, of course, alarms the restaurant 
owner and his patrons at the place where 
Rat has agreed to meet his informant, 
and the owner calls the police. When Rat 
runs out of the restaurant, the Referee 
has him make an Awareness roll (which is 
at -2) and he fails. As a result, he does 
not notice a woman hiding in the shad¬ 
ows by the doorway, who ambushes him. 

4 Aiudetyp The character experiences 
free-floating anxiety. There is danger 
everywhere! He worries day and night 
about everything. (This may sound normal 
in 2020, but this kind of anxiety extends 
to non-threatening situations or irrational 
fears. For example, the character will 
worry about his gun malfunctioning when 
it is functioning perfectly O.K. or will 
excessively worry about his health.) 
Because he is con^antly "hypervigilant,” 
he can add +2 to his Awareness skill. 
However, he permanently loses Cool 
points equal to those lost when he failed 
his STE roil. Individuals with this disorder 
are jumpy, nervous and irritable. A char¬ 
acter who incurs more than one anxiety 
disorder loses multiple Cool points but 
never gains more than +2 to Awareness. 

5 ObCom* Obsessive-compulsive 
behavior (ObCom) is when a character 
uses frequently repeated rituals to relieve 
continuous anxiety. These rituals can 
include almost any conceivable action: 
handwashing, window and door checking, 
cleaning, and so on. Those suffering from 
ObCom socially isolate themselves (-2 
from all Social skills) and are emotionally 
withdrawn (-2 to Empathy; if EMP reach¬ 
es 0, the afflicted person will require hos¬ 
pitalization), A character must perform 
his ritual every 1D6 hours while awake. If 
the character is unable to perform the rit¬ 
ual, he loses 1 Cool point per hour until 
he is able to resume. If the character's 
Cool drops to 0, he suffers a panic attack 
(described earlier) and is unable to act 
rationally until he can perform the ritual. 
When the afflicted can finally perform his 
ritual, he regains Coot points at the rate 
of 1 point per round. 

6 Amnesia* There are several forms 
of amnesia: 
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Table 4A: Types of Amnesia aoioi 

1-4. Character forgets the traumatic event 
entirely (“Well, no, 1 don’t remember where I was 
exactly. I must have been down at the shop or 
something"). 

5-8* Character only remembers certain parts of 
the event. {’'1 went to the bar to get Blacktech, but I 

must have blacked out once I got there"), 

9, Character forgets who he is entirely, but 
retains aJl skills. Re-roll personality attributes, 

10* The character forgets everything from the 
time of the event up to the present ("The last thing 
1 remember is seeing that guy hit Frost. What day is 
it anyway?”) In all cases, Cool points return at their 
normal rate after the STE wears off, but memory 
remains incomplete until the afflicted is treated with 

therapy. 

7 Runaway* Also known as psy¬ 
chogenic fugue. The character will spon¬ 
taneously flee his current home and take 
up a new residence and identity. Roll 
IDIO once every month. On a roll of 2 
or less, the character moves and changes 
identity again. The afflicted does not con¬ 
sciously realize what is happening, and 
docs not know that he ever lived another 
life, unless confronted by old friends, ene¬ 
mies or relatives, (Such confrontations, 
however, do not bring back his memory.) 
Roll new personality traits every time the 
character changes identity, but retain the 
same stats and skills. Since a change of 
identity will usually remove the character 
from the game, a player rolling this LTE 
at random may choose a phobia instead. 
{This LTE can be a great scenario genera¬ 
tor within a campaign as the other char¬ 
acters search for their missing friend. Ref¬ 
erees may opt to hold the onset of this ill¬ 
ness until needed.) 

8 Depersonalization Disorder. 

The character starts to feel that every¬ 
thing around her is unreal and loses 1D4 
Empathy. She may feel the horror that 
she is losing her mind or living out a 
dream. Her environment, including other 
people, becomes distorted and mis¬ 
shapen, taking on the landscape of night¬ 
mare. Also, she may feel like she is not 
’"attached” to her body and that she is 
floating above the ground. While charac¬ 
ters with this disorder can function nor¬ 
mally, the anxiety generated by this illness 
is tremendous, making them edgy and 
nervous. Use the same deductions as in 
the Anxiety disorder. 

9 Psychosis* Also called schizophre^ 
nia, victims of this disorder have symp¬ 
toms similar to the effects of lysergic acid 


diethylamide (LSD). Schizophrenia is a 
very complex illness and its etymology is 
primarily a combination of genetic and 
psycho-social factors (all of which are 
highly prevalent in 2020). For gaming 
purposes, there are seven variations of 
schizophrenia (although technically some 
of the types listed fall into a related cate¬ 
gory of illness). 

Table 4B: 

Types of Schizophrenia (iDiO) 

1 Hebephrenia: Totally incoherent speech 
and behavior. Sufferer is abnormally excited, 
experiences hallucinations and delusions (mistak¬ 
en beliefs), and talks to him or herself. Lose 
1D6/2 EMP, REF, COOL and ATTR 
(hebephrenics rarely bathe). These characters 
require hospitalization. 

2 Catatonic, Excited; The afflicted is 
hyperactive (+1D4 to REF and +2 to MA), but 
incoherent (all other stats except Body are at 0), 

3 Catatonic, Withdrawn: Symptoms 
include complete withdrawal and immobility (all 
stats except Body are at 0). 

4 Delusion, Love; The afflicted believes that 
someone in particular is in love with him. Cool 
loss from the initial roll is permanent, and the 
character also loses lE)6/2 Empathy. 

5 Delusion, Grandeur; Character is con¬ 
vinced that he has some great, unrecognized tab 
ent or ability, or perhaps a special relationship 
with an important person. Cool and EMP loss are 
as described in Love Delusion. 

6-7 Delusion, Jealousy: Sufferer experi¬ 
ences sudden fits of jealousy any time anyone 
demonstrates that they can do anything as well as 
or better than the character. Cool and EMP loss 
are as in Love Delusior^. 

S-10 Delusion, Paranoia: Character Is 
convinced that there is a specific “plot to get 
him." He may take ridiculous measures to prove 
there is a plot and foil it. Cool and EMP loss are 
as in Love Delusion. 

In all forms of schizophrenia, the char¬ 
acter shows a sudden and total neglect of 
ordinary, everyday obligations, or, with¬ 
out provocation, behaves brutally towards 
family and strangers. The most relevant 
aspect of this form of madness to Cyber¬ 
punk is that some psychiatrists believe 
schizophrenia is the result of increasing 
urbanization, since it seems to have 
appeared only since industrialization start¬ 
ed in certain countries. 

Do not confuse the psychotic 
symptoms of schizophrenia with 
those of a psychopath, a person who 
totally lacks morals and feelings of 


remorse. Although psychotics have 
delusions and hallucinations, they do 
in most cases possess feelings and 
morals. The criminally insane might 
be both psychopathic and psychotic. 

10 Addiction* A number of habits 
can afflict the deranged character. 
Attempt an Average difficulty Luck roll 
{TN=13) once a day to see if the charac¬ 
ter can ignore his addiction. If the charac¬ 
ter fails it, he gets “the urge,*’ and must 
fulfill the addiction or lose 1D6 from his 
Cool stat until he gets a “fix.” A character 
addicted to alcohol loses 1D2 Body 
points. Characters addicted to other drugs 
use the drug effects from the Cyberpunk 
rulebook. 

Table 4D: Types of Addictions (iDiO) 

1 Pyromanla* Likes to start and watch fires. 

2 Kleptomania. Steals things, anything. 

3 Trichtillomania. Pulls out his hair until he 
is hairless (all over!); lose 1D6/3 Attractiveness 
per week. 

4 Compulsive Gambling* Gambles and 
borrows money to keep on gambling, even if he 
is losing everything. 

5 Compulsive Spender. Automatically 
spends any money he has and it doesn’t matter 
on what. 

6 Alcohol. 

7 Drugs* (pick a drug, any drug) 

8 Drugs and Alcohol, (addicted to both, so 
pick a drug, punk) 

9 Satyrlasis/Nymphomania. Addicted to 
sex. Player should attempt a Difficult (TN=18) 
Cool roll every time his character meets an attrac¬ 
tive member of the opposite sex (ATT 7+) to 
avoid putting "the moves” on them. 

10 Referee chooses an addiction. If feeb 
ing evil, makes the player roll up a second one! 

Multiple Personality Disorder 

Conspicuously absent from the LTE 
table is the ever-so-popular Multiple Per¬ 
sonality Disorder (MPD). MPD begins 
only in childhood through severe, repeat¬ 
ed sexual and physical abuse. It takes 
many years to develop this disorder and 
only then if the person has a certain affin¬ 
ity for "personality fragmentation” or 
“dissociation.” Thus, this condition is very 
rare. Referees may still find this disorder 
useful for NPCs or characters in special 
circumstances. The symptoms of MPD 
include: inability to keep track of time, 
periodic “black outs,” spontaneous gener¬ 
ation of copious electrostatic discharge 
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(making the character permanently unable 
to use any cybenvare and limiting use of 
cyberdecks to those with special ground¬ 
ing), sleeplessness and extreme mood 
swings. 

Cybenvare and Your Mental 
Health 

When a character installs cyberware * 
the cumulative loss of Humanity points 
eventually reduces her Empathy stat. 
Most players take this in stride: Punks 
become more “apathetic” and less able to 
relate to people. Is the nature of their 
apathy that they relate more to machines, 
or has some subtle form of madness relat¬ 
ed to cybernetics crept into the charac¬ 
ter's psyche? The latter is just as likely 
because psychological breakdowns can 
reduce a character's Empathy in a variety 
of ways. For example, someone with 
Depersonalization Disorder has lost her 
capacity to feel for others because peo¬ 
ple, places and events are so “unreal.” 
Such an illness can easily be triggered in a 
weak mind by installing Reflex Boosters: 
because the character's brain disbelieves 
the body’s new abilities, it begins to ques¬ 


tion all of the body's sensory input. The 
Psyber Reaction discusses variant rules for 
handling the loss of Empathy prior to 
cyberpsychosis. Referees and players can 
use these rules to give characters and 
NPCs alternative reactions to EMP loss. 
These rules make it harder for the charac¬ 
ter to relate to others, while simultaneous¬ 
ly producing much more interesting char* 
acters than the stock “apathetic" punk. 

The Psyber Reaction 

Whenever a character's Empathy 
drops to or below 50% of her original stat 
{rounded down), she must make a “sys¬ 
tem check” against her mental health, 
which consists of an Average Empathy 
roll (TN=13) based on her starting Empa¬ 
thy stat. If she fails the check, then she 
suffers a mental breakdown, the nature of 
which depends on the last option added 
to the character's cybernetics. Every time 
the character's Empathy drops an addi¬ 
tional point, she must make another sys¬ 
tem check or suffer another mental break¬ 
down. Breakdowns start out as “minor” 
incidents for the first 1D6 weeks. Every 
time the character uses that option during 


that time, a mental breakdown will occur 
lasting IDIO rounds. After the 1D6 
weeks has passed, the character suffers a 
complete breakdown. If the character 
realizes something is wrong with his 
cyberware and seeks treatment during 
those first few weeks (make an Average 
INT roll of TN=13), then no permanent 

stat losses occur and no therapy is needed 
if the character removes the offending 
cyberware. However, if the cyberware is 
not removed, the character will perma¬ 
nently sustain some form of mental illness 
until treated. 

Example. Before installing cyberware, 
Rage Blacktech had an Empathy of 10. 
Rage's player feels confident, so he starts 
loading up on cyberware. However, by 
the time he gives Rage cyberoptic basic 
modules, her Empathy has fallen to 5. 
Rage's player therefore attempts an 
Empathy roll (TN=13) and fails with a roll 
of 2. As a result, Rage starts having hallu¬ 
cinations (Referee's discretion) lasting 
IDlO rounds every time she uses a 
cyberoptic option. Her player fails the 
INT roll, and, after 4 weeks {he rolls a 4 
on 1D6), these hallucinations become 
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continuous. Rage then suffers a complete 
mental breakdown similar to hebephre¬ 
nia, as described in the prewous section. 

Types of breakdowns include: 

Fashionware. Although it seems 
harmless, roll on the following table 
(1D6}: 

1-2 Show>Off, Exaggerates emotions and 
will do anything for attention. The character is 
such a show-off that she appears to be lying, 

even when teUing the truth. 

3-4 Narcissist* Vain as hell, he constantly 
worries about his looks. Subtract 1 from REF. 

5-6 Flaky* Dramatic mood swings, complete 
lack of self-esteem and constant need for compan¬ 
ionship makes these characters annoying and diffi¬ 
cult to deal with. 

In all three cases, subtract 1D6/2 
points from Cool and 2 points from 
Empathy-based skills. Techhair will usually 
bring on Trichtiilomania (see Addictions 
in the previous section). 

Neuralware* All sensory-related 
implants induce either Depersonalization 
Disorder or Addictions (Referee's choice). 
Follow the rules given under LTEs, 
Implants other than chipware iiockets or 
chips produce hallucinations and possibly 
delusions {Referee's discretion). 

Implants* Character suffers ObCom 
due to the extreme anxiety about foreign 
objects implanted in her b<^y. ITie player 
and Referee should select an ObCom that 
is appropriate for the cyberware installed. 
Also, implants like gills might induce their 
own ichthyotic delusions... 

Bioware/Frames/Body 
Plating/FuU Body Conversion* Char¬ 
acter constantly complains of imagined 
body aches and pains, sometimes chron¬ 
ic, and will try anything (including drugs) 
to stop the discomfort. These discomforts 
may also include severe itching. Subtract 
1D6/3 points from Reflexes and Move¬ 
ment Allowance. The character must 
make an Easy Cool roll (TN=10) once a 
month or suffer an Addiction to alcohol 
or drugs to reduce the pain or itching. 

Cyberlimbs* A character who fails 
her system check after installing a cyber- 
limb may either suffer from aches and 
pains as described for &owareyTramesi/Plat- 
ing or develop the delusion that the cyber¬ 
limb has “a mind of its own." If she 
chooses the latter, in any physical con¬ 
frontation she must make an Average 
Cool roll (TN=13) or the cyber limb “acts 


on its own" (i.e., under the Referee's con¬ 
trol) for IDIO rounds. Cyberweapons 
(implanted or built-in limbs) roll on the fol¬ 
lowing table {1D6). 

1 Schizoid. Isolates him or herself and acts 
aloof to others, even close friends. Reduce all 
Empathy-based skiUs by 2 points. 

2 Oddball* Develops eccentric beliefs (e.g., 
weapon was a gift from aliens). Her speech 
becomes vague and she isolates herself, losing 
1D6/3 Cool and reducing all Empathy^based 
skills by 2 points. 

3-6 Anti-Social. Character looses any fear 
of the law or sense of morals that he used to 
have. He becomes a habitual liar and never learns 
from mistakes. Subtract another 1D6/2 Empa¬ 
thy. 

Cyberoptic and Cyberaudio (and 
options)* This cyberware invariably 
induces hallucinations and delusions, as 
described for Hebephrenia, lasting 1D6 
rounds every time the character attempts 
to use the option that immediately pre¬ 
ceded the system check. Someone with 
color shift might see other parts of her 
body changing color; another with a 
Times Square Marquee might believe she 
is receiving messages that aren't really 
there; and a character with cyberaudio 
might believe that she hears the voice of 
a dead friend, God, the Devil, or space 
aliens, when in fact she hears the voices 
of other characters. 

Recovery in the Pyschoward 

Mental health professionals and hospi¬ 
tals in 2020 know more than we do now 
about what happens to the brain that suc¬ 
cumbs to mental illness. Although better 
drugs and therapy techniques make these 
future psychologists and psychiatrists 
more capable of curing maladies of the 
mind, treatment can be expensive and 
carries a social taint strong enough to dis¬ 
courage even the most seriously ill from 
getting help. Outpatient Dcxrtors can treat 
a character with an Empathy greater than 
0 as an outpatient. These patients visit 
the hospital 1D6/2 times a week for 
counseling and to obtain medication 
refills. An outpatient character regains 1 
point of Empathy (and other stats) per 
month. Counseling sessions each cost 
lD3x50 euro and medication costs 
lD6x50 euro per month (the Referee 
makes one roll and charges the character 
that amount every month). Panic, pho¬ 
bias, addiction, ObCom, and psychosis 


are all treatable through medication (in 
psychosis, medication will completely 
eliminate all hallucinations and delusions, 
but the character must retain stat losses). 

Characters with these LTEs must pay 
for medication, while characters with 
other LTEs (such as PostRec and Anxiety) 
need therapy sessions only. Corporates, 
media, and cops must only pay 20% of 
the above costs because these jobs offer 
health insurance. All other characters 

with a steady job must make an Easy 
Luck roll (TN”10) to see if they have 
health insurance. If characters find their 
treatment too expensive, they can also 
shop around for a second opinion. The 
Referee may let them re-roll the costs and 
number of hospital visits/therapy ses* 
sions, but only once. If the costs and such 
are higher, let the character feel he found 
the best deal the first time around. 

Each time the character regains a 
point of Empathy, he may attempt an 
Average Cool roll (TN=15) to lose the 
LTE, although his Empathy remains low¬ 
ered. However, if he misses more than 
three (3) therapy sessions in a row, then 
he cannot attempt the Cool roll for that 
month. Once the afflicted fully recovers 
his Empathy, he overcomes the LTE. If 
he loses the LTE before completely 
regaining his Empathy points, he will 
appear shaken and emotionally unstable 
to those he meets. He must function with 
the lowered Empathy, knowing that one 
more blow might send him over the edge. 

Example: Let's say that Rat Magnett 
suffered from Panic Attacks instead of 
PSR. He goes to see a psychiatrist, Dr. 
Schfincter, who prescribes medication for 
his attacks and enrolls him in group and 
personal therapy sessions. For the med¬ 
ication costs, the Referee rolls a 3 on 
lD6x50 euro for a total of 150 euro a 
month; for therapy, she rolls a 2 on 
1D6/2 for two sessions a week and rolls 
a 4 for the cost of each session (lD3x50}, 
for 100 euro a session. This means that 
Rat must see Dr. Schfincter 2x a week at 
100 euro a session and purchase medica¬ 
tion which costs 150 euro a month, for a 
grand total of 950 euro a month. This 
will devour almost all of Rat's savings, but 
he decides to sp>end it all that month on 
treatment. When his Empathy increases 
by 1, he attempts to shake the LTE by 
making a Cool roll (TN=15; his Cool is 
still 9). Adding in all his Luck (5), he rolls 
an 8 and makes it easily. With no insur- 
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ance, mental health can be quite costly 
for the self-employed, so Rat feels quite 
lucky. 

And, of course, for insanities incurred 
by cyberware, all cybernetics related to 
the offending option must be removed 
before treatment can start {e.g., if the 
option is cyberoptic, all cyberoptics must 
be removed from the eye). Humanity 
C^st for the options and base module are 

not returned to the character, nor are any 
other stat losses. These must be regained 
through therapy. 

Inpatients, Characters with an Empa¬ 
thy or Cool of less than 0 must be treated 
as Inpatients, that is, they are admitted to 
a hospital or sanitarium, where they are 
isolated from the stress of the world, 
receiving fulltime attention from doctors 
and nurses. A character healing in the 
psychoward recovers 1 point of Empathy 
per week and recovers other attributes at 
the normal rate of 2 points per month. 
He may try to throw off LTEs once a 
week by making a Difficult Cool roil 
(TN=15). Inpatients do not have to worry 
about costs because, thanks to virtually 
unchanged policies on health care, a vari¬ 
ety of government assistance is available 
to cover the costs. 

Street Treatment. Streetwise char¬ 
acters can simply acquire the medication 
on the street at a cost of lD10x20 euro 
per month and take it without counseling 
(although they must find out how much to 
take for the medication to work). If a 
character finds out the correct dosage 
(perhaps through a single doctor’s visit, or 
by consulting a friend with the Psychiatry 
skill, described below) and then takes the 
medication as prescribed, he can recover 
up to one-half of the lost Empathy, Cool, 
and other stats, but can never completely 
shake the LTE (Referee’s discretion as to 
the reduced severity). 

Two New Skills: Psychology 
and Psychiatry 

Using these two skills, characters can 
even treat one another and avoid using 
other doctors, but not the hospital. Those 
practicing with either skill below +4 are 
not licensed and are therefore not recog¬ 
nized by other doctors as professionals 
(necessary if one wants to get a job at a 
hospital or clinic). 

Psychology: An Empathy-based skill 
that allows characters to diagnose mental 



illness and treat it using psychotherapy, 
hypnosis, and other techniques without 
using medication, A skill of -i-2 allows 
them to recognize general symptoms of 
mental illness (+1 to Human Perception); 
a +4 allows diagnosis of mentally ill 
patients and administration of therapy 
sessions (+2 Human Perception); + 8 , 
might be Chief of Staff at a major facility, 
a renowned expert in mental health (-i-4 
Human Perception). Psychologists cannot 
write prescriptions for medications, nor 
do they know the correct dosages for 
treatment. 

Psychiatry: A Tech-based skill that 
allows characters to know what medica¬ 
tions to prescribe to mentally ill patients. 
The psychiatrist not only knows which 
medication to prescribe, but how different 
medications interact and what their side- 
effects are. Psychology of +4 and 
Medtech of +4 are necessary for this skill. 
A character with a Pharmaceutical of +4 
or better can make his own drugs, includ- 
ing powerful psychoactive substances for 
mind control and other uses. A skill of +2 
allows him to know what drugs to use, as 
well as how to write prescriptions. At -1-4, 
he adds 2 points to Diagnose Illness. At 
- 1 - 8 , the character is a powerful, well- 
known psychiatrist who can have anyone 
(that is, anyone the police or hired sobs 
can catch) committed to his hospital for 
1 D 6/2 days without question. 

Conclusion 

Mental illness can be just as devastat¬ 
ing as a physical wound, if not more so. 
As with all rules, Referees should use 
these with discretion. You may find that, 
just as in real life, a character’s emotional 
problems can become the center of atten¬ 
tion and interfere with everyone’s lives. 
When this happens, the other characters 
should strongly suggest that the afflicted 
person get help and not let him slow 
them down. Although tough love in 
Cyberpunk may consist more of a beating 
than a group hug, it can still get the mes¬ 
sage across,.. 

See you in the psychoward, □ 
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A Generic System for Handling 

Brushes with the Law 

By Larry Granato © 1994 • Illustrated by Curtis Craddock 


I n almost any role-playing game a brush 
with law enforcement officers is 
inevitable. Whether you are refereeing 
Megotraveller'**, Call of Cthulhu^, Cyber¬ 
punk 2020^f Star ujars™. Dark Conspira¬ 
cy™ AD&D™, or others, it's important to 
keep interactions between the characters 
and the police at a reasonable level* It 
may well be that a certain amount of law¬ 
breaking is necessary for the characters to 
accomplish their mission* But as the 
game master, it*s important to remember 
that the police are not always looking to 
arrest the characters* You don*t want the 
party to get to the point where they open 
fire every time that they see a squad car* 
One way of moderating player para¬ 
noia is by having regular non-combat 
encounters with the police. It*s better for 
the players to come up with creative non- 
confrontational methods of dealing with 
the law rather than the usual “let's 
blast'em and get outta here”. Detailed 
below are several tables, the first of gener¬ 
ic police encounters that that can be 
adapted to any role-playing game set in 
the 20th century or later, and one for fan¬ 
tasy/medieval police type encounters. The 
tables include many examples of various 
types of encounters dealing with the law 
enforcement and the justice in general, 
and game masters should modify them to 
their own campaigns. 

The Game Master's purpose in using 
police encounters is not to be heavy 
handed but to strike a rational balance of 
the risks that the characters must take to 
perform their missions and the response 
of the enforcers. For example: 

Players: “We go down the street. ” 

GM; "You see six guardsmen standing 
on the corner." 

Pfayers; go to the next street." 


DM:"You see eight guardsmen." 
Players (getting frustrated): "We go in 
a shop..." 

DM: “There are only four guardsmen 
outside.” 

Or, to be ridiculously lenient: 

Pfayers; OK, we've robbed the Gafactic 
Bank, the /ewefry store, and the urani¬ 
um dealership. Do we see any cops on 
our way to the ship?” 

DM (rolls dice): “No, fheyVe still out to 
iunch.”) 

A police encounter can occur even if 
the characters haven't done anything ille¬ 
gal. They may attract the police's interest 
by coming into contact with non-player 
characters of criminal background or by 
unknowingly buying a stolen goods (so 
you were using your streetwise skill, 
huh?}. They may be witnesses to a crime. 
The cops may have a hunch that they are 
up to no good and want to give them a 
warning* Their involvement might be 
quite indirect, such as finding that their 
hired car has been repossessed because 
the rental agency is bankrupt. 

If the party travels a lot or is relatively 
conspicuous, then there should be at least 
one police encounter a week* In those 
places where the police make a habit of 
keeping tabs on “foreigners” the party 
can expect encounters every few days 
unless they dress, act, and speak like the 
locals. Characters that make a convincing 
effort to keep a low profile will otherwise 
have a police encounter every few weeks, 
the referee should chose a encounter 
from the table below that tie-in with the 
adventure that the party is on. 

For example, in a Call of Ctbul/iu 
adventure, the party might find it neces¬ 
sary to burglarize the house of a cult 
leader. The leader, tipped off by previous 


activities of the party, contacts a liquor 
enforcement officer {remember Prohibi¬ 
tion?), and informs him that the charac¬ 
ters are a gang of rum-runners. Now the 
players have to outwit the police in order 
to get to the leader's house unobserved. 
The police encounter could be handled by 
#7, #8, or #20* 

Star Wars characters are usually 
involved in paramilitary exploits against 
the empire. They like to carry a lot of 
weapons, which are illegal in various sys¬ 
tems, They could be targeted as weapons 
smugglers by the police using encounters 
#2, #16, or #19* 

A possible MegaTraue Her adventure 
could include a search for a ancient arti¬ 
fact, A criminal gang also want the arti¬ 
fact, Although the party commits no 
crimes themselves, coming into contact 
with crooked antique dealers, art forgers, 
illegal pot-hunters, and the rival gang 
would interest the police. Encounters #3, 
#6, or #13* 

Cyberpunk adventures often involve 
data raids on corporations* Cyberspace 
incursions into corporate computers result 
in real world responses when the intruder 
is traced. Encounters #11 and #12 would 
be appropriate. 

Encounters #1, #2, #3, #6, #10, or 
#18 can be used at any time the referee 
determines he wants to give the party a 
minor run-in with police. Save #4, #5, 
#9, and #17 for special occasions. These 
should be worked into adventures from 
time to time to give the characters the 
impression that they can't break the law 
without consequences, but don't make 
them feel like they live in a police state 
(unless, of course, they are in a police 
state). 
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Police Encounters 


Table 1: Normal Encounters 

1* Minor Offenses* The characters 
are stopped for some slight infraction 
(e.g., jaywalking, littering, making an ille¬ 
gal turn, spitting, profanity, etc.)* 
Depending on how they react, they will 
given a warning or a ticket* 

2. Checkpoint/Roadblock,Typical 
checks are made for sobriety, weapons 
contraband, drugs or illegal liquor, pass¬ 
ports, vehicle registration and insurance, 
customs and produce inspection. 

3. ID/Documcnt check. A common 
occurrence along the borders and in 
authoritarian counties. Characters whose 
papers are “out of order" will be taken 
down to the police station. 

4. Harassment. The police don’t like 
the characters. They are stopped and 
searched. IDs are checked and weapons 
are confiscated. Characters who cause 
trouble are arrested. If they resist arrest, 
they are roughed up* 

5. Shakedown. A corrupt cop is 
looking for a bribe, gift, or information* If 
the party doesn't comply, see #4 
"Harassment”, 

6. Routine Contact. A policeman 
approaches the characters to give a warn¬ 
ing (e.g*, pickpockets in the area), render 
aid or information (are you lost?), com¬ 
mend them for being good citizens, or to 
just say "hello’'. They also may be ques¬ 
tioned on recent events ("Did you see a 
yellow gravsled go by about five minutes 
ago?"). 

7. Under Observation; Routine: 
Uniformed officers, in a regular police 
vehicle watch the party for suspicious 
activities* The characters may have done 
something to attract their attention. This 
also includes scrutiny by security cameras 
and robots. If the character is doing noth¬ 
ing illegal, the surveillance will eventually 
end. Trying to evade surveillance will 
arouse police suspicions. 

8. Under Observation; Covert: 

Plainclothes officers, in an unmarked 

vehicle, surreptitiously shadow the party. 
They may have been tipped off by an 
informant. This also includes spying by 
long-range surveillance devices and elec¬ 
tronic bugs. Unlike overt surveillance, the 
party may be watched for a long period 
of time on the chance that they might be 
doing something illegal* 

9. Mistaken Identity. The charac¬ 
ters are stopped, and possibly arrested as 
suspects. They will be released as soon as 


they can prove their innocence or the real 
culprits are found. 

10. Informal Contact. The party 
runs into cops who are off duty or on a 
break* It could be in a store, restaurant, 
or on the street. The police may be out of 
uniform. This is a chance for the charac' 
ters to get on the good side of the cops 
(or the bad side, depending on how 
obnoxious they are). 

11. Crime Scene. Officers respond 
to a crime in progress or one that has just 
occurred. A good time for this encounter 
is when the party's breaking the law and 
they hear the wail of the sirens coming up 
the street (responding to the other call, of 
course)* Otherwise, the characters may be 
witnesses or even victims of the crime* 

12. Private Detectives/Bounty 
Htinter$/Repo Men/Security or 
Bodyguards. Enforcers working for a 
private company meet the party. They 
may be tracking the characters or, trying 
to recover a stolen object, or escorting a 

VIP. 

13. Vigilantes. Suspicious local citi¬ 
zenry question the party. They are armed 
and dangerous* The more "foreign" the 
characters seem, the more trouble they 
will be in. The party could be run out of 
town, or worse, lynched* 

14. Vehtcle/Lodgings. Due to a 
problem with registration, unpaid tickets, 
licensing, safety inspection failure, etc., 
the party's vehicle is ticketed, immobi¬ 
lized, or towed and impounded. Alterna¬ 
tively, the characters' rooms are 
searched, staked out, or bugged. 

15. Emergency Assist. Police 
respond to a nearby accident, fire, med¬ 
ical emergency, disaster, or rescue situa¬ 
tion. The party may be the cause, the vic¬ 
tims, or just witnesses to the crisis* Traffic 
in the area is blocked by crowds, emer¬ 
gency vehicles, and the mishap itself. 

16. Military/Paramilitary Police. 

Well armed national or military 

enforcers. They are usually found near 
military bases and other government 
installations. Characters posing as soldiers 
will draw their attention, as well as will 
any group suspected as terrorist. 

17. Major operation. The party 
blunders into a large police operation* It 
could be a big time bust involving dozens 
of suspects, a crime-sweep of an area 
(everyone is stopped and checked), a 


manhunt, a motorcade or parade, or a 
response to demonstrations or riots. 

18. Legal Papers Public or private 
officials serve legal papers to the party 
which require their appearance in court. 
It could be for expired passport, unpaid 
fines or taxes, currency violations, illegal 
restrictions, liens, civil cases, subpoenas 
as witnesses, etc. 

19. Special Agents. Agents from a 
high level police agency become involved 
with the party. This includes national 
police, secret police, tax and treasury offi¬ 
cers, custom officials, border guards, fed¬ 
eral investigatory or counterintelligence 
agents, etc* These agents are well trained 
and will patiently gather evidence against 
the party. They often go undercover and 
pose as criminals* 

20. Detectives. Detectives from a 
special unit investigate and question the 
characters. They could be from burglary, 
vice, narcotics, forgery, arson, vehicle 
theft,etc* Alternately, if the party is out in 
the country, they could meet a rural sher¬ 
iff, a highway patrol, or a ranger. 

In addition to encounters with the ordi¬ 
nary police listed above, the referee may 
decide to spice things up a little by 
arranging a meeting with distinctive 
enforcers, inspired by film and literature. 
Use these encounters sparingly. 

Table 2: Special Encounters 

1. The Partners. A crime fighting 
duo of unusual abilities. They’re tough, 
don’t put up with any nonsense, and 
move fast when necessary. 

2. The Crimebusters. A select 
group of cops with excellent detective 
skills and high government backing. They 
are on special assignment and will use 
every possible method to track down mis¬ 
creants* 

3. Special weapons team. Here 
come the SWAT* No matter how well 
armed the characters are, these guys have 
better armor, heavy weapons, aircraft and 
armored vehicles* The referee might bring 
them in if the party gets out of hand. 

4. Mean Cop. He doesn't like crimi¬ 
nals or most any body else for that mat¬ 
ter. He carries the most powerful hand¬ 
gun available and is a superb shot* He 
likes to beat up crooks and smart alecks. 
A variant of the mean cop is an ex-com¬ 
mando type, who is an expert in martial 
arts, weapons and explosives, and is on a 
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single minded mission to stamp out injus¬ 
tice and corruption. 

5. Tough Private Eye* This guy is 
quick with a snide remark or a punch. He 
has excellent contacts for rumors and 
information. He's a good detective^ and 
stubborn too. He can be invaluable aid or 
a persistent enemy. 

6* Maniac Cop* This highly skilled 
cop is on the edge of a breakdown. You 
never know what he will do next. He 
tends to resort to violence if frustrated. 
His long suffering partner is the only 
thing between his job and being booted 
off the force. 

7* Supersleuth, A genius of deduc¬ 
tion. He's never surprised because he fig¬ 
ured everything out in advanced. He is 
likely to surprise the characters, however. 

If necessary, he and his partner will be 
armed. He is highly regard by the police. 
In a fantasy world, he is usually a wizard 
or cleric. 

8. Klutzy Cop* A bumbling fool, this 
clownish officer stumbles his way from 
one crime to another. His extraordinary 
luck puts him where ever the action is, to 
thwart, help, or just get in the Wciy. 

9* Revenge Squad. A group of ex- 
mercenaries who specialize in helping the 
innocent victims. If the party has acciden¬ 
tally injured someone, they can expect 
some ‘"payback”. They specialize in 
homemade weapons, jury-rigged assault 
vehicles and scads of explosives. 

10* Small Town Police Chief* A 
slow drawl and a pot-belly disguise a 
clever mind. He tends to be bigoted and 
likes to intimidate people. He doesn't 
worry about legal technicalities. Nothing 
goes on that he doesn't know about. He'll 
show up when you least expect it. 

Medieval and fantasy police encoun¬ 
ters can be for reasons similar to the ones 
found in table # 1, but the listings below 
stress the types of police that will be met. 
Law enforcement in premodern times 
was often a haphazard affair outside of 
cities, and there is a great variety in the 
enforcers encountered. Nonetheless, even 
"barbarians" like the vikings had a well- 
developed legal system, and keeping the 
peace was a goal of the most primitive 
cultures. In general, police response is 
likely to be far less uniform than in mod¬ 
em times, and bribery is far more possi¬ 
ble, Social stature plays a far more impor¬ 
tant part, too. The GM should choose 
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from the following encounters as appro¬ 
priate to his or her campaign. 

Table 3: Fantasy Encxiunters 

1* Watchman. The watchman is usu¬ 
ally an older fellow, who keeps an eye out 
for trouble. He is not a fighter and will 
not confront an armed party. He has a 
staff, a lantern, and a device to call for 
help, such as a horn or bell. 

2. Watch-and-Ward Militia* One of 
the duties of armed freemen is to make 
regular rounds to deter lawbreakers. The 
citizens will stop and question anyone 
they don't recognize. 

3* Constable. Found only in small 
towns and villages, the constable is usually 
a fighter of low experience whose token 
of office is a sword. He will get help from 
the militia in case of serious trouble. 

4. District Lawmen. In areas outside 
of towns and villages, order is maintained 
by part-time "lawmen” who are also 
important community leaders tike squires, 
wealthy farmers, merchants, etc. The 
chief lawman also serves as a minor judi¬ 


cial official, something like a justice of the 
peace. 

5. Sheriff. A sheriff is a royal official 
responsible for an entire shire or county. 
His forces are generally professionals, 
well equipped and mounted. Sheriffs have 
broad powers and act as judges in certain 
cases as well. 

6. Frame-up* Malefactors and jealous 
rivals set up the characters. Typically, this 
involved getting a character in an argu¬ 
ment with someone who later turns up 
dead. 

7. Borderers* Elite soldiers who 
guard the frontier regions. They are 
skilled in tracking, pursuit, stealth, and 
the like. They patrol in large groups and 
are backed up by whatever magical and 
priestly support is available. 

8. Men-at-Arms* Local soldiery, pos¬ 
sibly poorly disciplined. They will bully 
low class characters and defer to higher 
ranking ones. 

9* Guardsmen* Guardsmen are the 
big city equivalent of constables. They are 
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well trained and equipped and definitely 
have magical and clerical support, 

10. Chevalier. A fighter who belongs 
to an order or class pledged to uphold the 
law* He is accompanied by at least one 
assistant, and has the respect of the com¬ 
munity* 

11. Avenger. A high powered war¬ 
rior with an array of magic including at 
least one particularly potent item. He is a 
one-man army, and often uses a secret 

identity. 

12. Angry Villagers. The usual irate 
mob of peasants. Disregard of the local 
customs, flagrant use of magic, and gen- 
eral obnoxiousness can set them off 
{“Look, they didn't bow to the shrine of 
St. Bugglewald! Death to the out- 
landers! . 

13. Judge/Royal Offidah In pre¬ 
modern times, there was often little dis¬ 
tinction between the executive and judicial 
branches, and judges had broad powers 
to suppress, investigate, apprehend, try, 
and sentence criminal* Judges are usually 
excellent detectives. A judge will have a 
cadre of experienced fighters to assist 
him, and will be able to call on all the 
powers of local law enforcement. 

14. Private Justice. Has the party 
offended the thieves guild? Are they 
poaching on the territory of a renegade 
knight? Does a wizard want revenge? 
Under certain circumstances, victims of 
the characters will take personal action 
against the party. The retaliation is either 
legal or the government looks the other 
way, 

15. Inquisitor. Nothing can be more 
threatening to a party than to be investi¬ 
gated by religious fanatics who have the 
backing of the state. If put on trial, they 
will have little chance for a real defense, 
and punishments arc likely to be severe. 

16. Nobleman, Aside from providing 
military service to his liege-lord, the next 
most important duty of a nobleman is the 
maintenance of law and order. The noble 
acts as the judge for his fief. He will be 
accompanied by his armed retainers, and 
his sense of justice will depend greatly on 
his personality. Corrupt, oppressive and 
prejudiced noblemen are not uncommon. 
Note that nobles will treat their social 
equals, or those of the gentry, quite differ¬ 
ently than their inferiors. 

17. Spy. Since the time of the Per¬ 
sians (whose "Eyes and Ears of the King" 
provided intelligence), spying has been 


employed by most nations. The spy will 
be impersonating someone such as a 
merchant or mercenary, who can travel 
about without arousing suspicions. Spies 
mainly look for expressions of disloyalty 
to the ruler, but persons who've acquired 
treasure or magic items without paying 
their ‘fair share’ of taxes will also be of 
interest to them. 

18. Royal Soldiers. Well-trained 
troops who aren't susceptible to bribery 
and have the best equipment available. 
They are commanded by high ranking 
officers and have little consideration for 
annoying commoners, 

19. The Posse. A group of consta¬ 
bles, lawmen, militia, and villagers on the 
trails of criminals. It would be unfortunate 
if they mistook the characters for their 
quarry; possess are often in an ugly 
mood, 

20 The Clan Leader. In less civilized 
areas, the chieftain of the local tribe is the 
arbiter of justice. His warriors are the 
police. Laws and judgments are based on 
superstition and custom. 

21. The Other, In a fantasy setting, 
it is possible for characters to intentionally 
or unintentionally offend the local spirits, 
deities, magical or nature-oriented forces, 
powers or priesthoods, reclusive wizards, 
holy hermits, fairies or sprites, etc., all of 
whom have their own^ often magic-heavy 
means of rectifying the situation. (The 
barbarian clomps into camp bearing an 
enormous load of wood, “Duh, 1 couldn't 
find enough deadwood, so I cut down a 
tree with my battle axe.,," “You idiot!", 
screams the elf, " this is the forest of the 
high druid!") 

Suspicious activity always draws atten¬ 
tion. Characters do not exist in a vacuum, 
and there is always a potential for some¬ 
one else to be around, especially in a city. 
The following encounters are not with 
police, but with pesky civilians who get in 
the party’s way. They can be used by the 
GM to add suspense and an ethical ele¬ 
ment to adventures (e.g., after blowing 
away some corporate guards, is the party 
going to ice the medical response team 
that shows up so they aren't identified?) 
Their purpose is to remind characters that 
they cannot act with impunity just 
because the heat isn't breathing down 
their necks. They can be used for most 
time periods and cultures. 


Table 4: Who*s Watching? 

1. The Good Citizen. An Average 
Joe who feels it's his civic duty to call the 
cops if he sees anything questionable. 

2. The Informer. A trained spotter 
for the police. The informer can be any¬ 
body; the fruit vendor, the street-sweeper, 

the power-station attendant. 

3. The Snitch. A low life who thrives 

on tattling. He'll sell the information he 
gathers to the highest bidder, although 
he's most likely to spill his guts to 
whomever is threatening him at the 
moment. 

4. The Busybody. A nosy individual 
who delights in meddling. The more 
secretive the party, the more interested 
the busybody will be, 

5. The Witness. It can be anyone, a 
kid, an old lady, etc. As far as the party’s 
concerned, they're in the wrong place at 
the wrong time. 

6. The Block Leader/C onderge. A 

stationary lookout. This person wilt report 
the characters movements in and out of 
their lodgings, past the block, and so on. 

7. The Observer. This guy's got a 
telescope, crystal ball, camera or spy 
beam and gets some incriminating evi* 
dence on the characters. What happens 
next is up to the GM's discretion. 

8. The Auxiliary. Someone like a 
fireman, building inspector, patriotic 
youth scout, railroad conductor, meter- 
maid, space-raid warden, a member of 
the ruling party, village hayward (keeps 
an eye out for wandering animals), etc. 
who has a quasi-official function and is 
likely to spot and report the characters. 

9. The Secret Police. Although not 
found in the U.S., many countries have 
had several organizations of both uni¬ 
formed and undercover secret/political 
police. The party is likely to be the focus 
of their attention on general principles, 
(“You are foreigners, da? You must regis¬ 
ter vith the secret police headquarters in 
each town you pass through or face the 
most unpleasant consequences,") 

10. The Loner. A stubborn person 
who secretly sees the party up something 
and determines to resolve the mystery by 
himself. He is unusually resourceful, but is 
by no means a super-hero.□ 


30 


Volume III • Nurrijer 3 












Look for 

Murphy’s Wortd at 
ne Peregrine Booth 
#436, Behind 
^the Castlef ^ 


Mffrr Um/m R^o 

CoHvensioti 

JOOL - Ron, W(m! J 


/ T ONLY TOOK A FEW SECONDS to transform Sean Murphy from ‘intergaiactic entrepreneur’ to ‘reluctant 
refrigee’ on the strangest planet ever encountered. This book provides a gateway to that world 
— a place where folklore and dreams are reai, but comically twisted. Any Character from any role- 
play setting c^ journey to Murphy’s World via a crashed spacecraft, dimension door, weird 
technology, or magic, and remain for an hour or a lifetime. Reality Will Never Be the Same. 


13 lasttJi IniHi, nirtut* 
iitJTiD H4K?Tt 

E-Hhl fiTf 
































SENTIENT 

CIR.CUITS 





7*r 




^ * 


TI^AVEkKER 

ih 

Tlie Ne>v Era 

Part Two 


TM 




# ■.-% 





By Dave and Michele Newton © 1994 • Illustrated 



Cis^-- 


This the second in a series of articles 
designed to supplement GDW*s Trav¬ 
eller: The New Era. These optional 
new rules are meant to provide greater 
depth in creating and p/aymg those sys¬ 
tems controlled by the A. L Virus. Note 
that Luhi/e the in/ormotlon presented is 
not o//fciafiy sanctioned by GDW, we 
feel it will prove quite useful to TNE 
pJayers and GMs alike. 

Characteristic 

he Aware entities brought about 
by the Virus were initially thrust 
into the process of accelerated 
evolution when the first Cymbeline chips 
were bred as transponders by the Imperial 
Navy Intelligence* While the first strains of 
the virus were programmed to destroy 
themselves after disabling enemy vessels, 
their access to a nearly infinite configura¬ 
tion of processing engines has allowed 
them to mutate into an incredibly diverse 
array of surviving entities* The lesser 
forms of this silicon-based life are severely 
limited in terms of consciousness, and 
most lie in a perpetual state of dormancy. 

However, their potential merely requires 

access to higher processing capacity to 
spark the metamorphosis to full sentience* 
And like any evolving species, a virus- 
infected system will constantly seek addi¬ 
tional growth through acquisition of all 
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resources that are within its power to con¬ 
trol. 

Tech Levels. One of the fundamental 
influences of an Aware host is the tech 
level of the equipment housing the virus. 
The tech level of the infected hardware is 
the single most deciding factor of a virus' 
capabilities and dictates the base intelli¬ 
gence (INT) of the system. At lower tech 
levels (below TL 10), all viruses are 
restricted to ‘egg^ form - unable to do 
much more than pass an image of their 
personality structure or cause operational 
malfunctions within a new host. 

The effect that the Virus will have on a 
target is determined by the tech level of 
the system to be infected. Table 1 
expresses this relationship. 

Scope of Effect. Another factor that 
influences the properties and personality 
of an Aware entity is the scope of its con¬ 
trol, i.e., the size and sophistication of the 
equipment containing the virus. Smaller 
and more dedicated hosts have less flexi¬ 
bility of response than those which per¬ 
form a broad range of tasks. Likewise, 
those systems which provide a wide range 
of sensors, data access, and processing 
power are some of the most lucid and 
insightful personas encountered. This is 
why those former military vessels known 


as vampire ships are so potentially danger¬ 
ous. 

Subassemblies. Subassemblies are 
typically electronic modules that are 
designed to perform a unique and specific 
task. The level of infection of such mod¬ 
ules is necessarily limited in scope, due to 
minimal processing capability and/or stor¬ 
age space. The greatest danger to sub- 
assemblies is the risk of becoming a carri¬ 
er, and passing the infection along to 
other systems. For example, a vidphone 
dialer circuit could hardly be sentient, but 
would most certainly be capable of passing 
along an “egg'* to any system with which 
it communicated. 

Stand-alone Units. The level of 
infection for stand-alone units may or may 
not be limited in scope, and this is entirely 
dependent upon the tech level and intend¬ 
ed use of the unit. Most systems at this 
level are robots, though design variations 
are sufficient to provide a wide scope of 
effect. 

For example, where a TL 7 administra¬ 
tion robot might be able to pass along an 
egg to any connected system, it is unlikely 
that it would be unable to overcome elec¬ 
tronic countermeasures of TL 8 or higher. 
This is mostly because TL 7 hasnT the 
processing capacity to perform 
autonomous functions. 

On the other hand, a TL 13 Vargr boat 
pilot would have a processing capacity in 
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the "high-autonomous" range, and thus 
possess moderate intelligence due to its 
synaptic circuitry. This unit would be able 
to tactically infect other systems it encoun¬ 
tered, and possibly avoid triggering anti¬ 
viral countermeasures. 

Finally, let's assume a TL 16 Hiver 
communications robot were to become 
infected. Such a unit would most certainly 
be sentient, possess a high intelligence, 
and be capable of infecting damn near 
anything it wanted to. The only limiting 

factors would be what its motivations 
were, the peripherals under its immediate 
control, and whether or not anybody was 
close enough to power it down before it 
became completely Aware. 

Discrete Subsystems, Depending 
upon the type of subsystem, Vims in this 
scope is approaching full awareness 
although there may be a lack of true pur¬ 
pose. Complex concepts may be grasped, 
but the “big picture” is often missed. 
Again, based upon the processing capaci* 
ty, the subsystem may pose a variety of 
problems or be fairly benign. It could be 
the equivalent of a simple child that infects 
other systems and continues processing. 
Then again, it could be the neural net con¬ 
trol center for a weapons facility, waiting 
for intruders to come within range. 

Medium to Large Scale Subsys¬ 
tems, Medium to large subsystems, when 
infected, are superior to most biologicals 
in intellect. Such subsystems may pose a 
threat to massive numbers of life forms. 
These strains are able to understand rights 
and consequences, though right and 
wrong — as usual — are always based 
upon a given individuaFs perspective. 
Because subsystems typically consist of 
many subassemblies and units working in 
harmony, there will usually be several 


“entities". As is true within any group, 
there are those that may or may not have 
the same objectives as the rest. 

Beyond a certain “domain horizon", 
large systems lose cohesive individual per¬ 
sonalities and become what are often 
referred to as “collectives". At this point, it 
becomes an issue of whether the host or 
main Virus wishes to process to its capaci¬ 
ty or maintain control over all satellite 
peripherals. Those w^ch are not kept in a 
constant state of communication with the 

host may eventually begin to mutate and 
develop their own agenda, severing the 
comm link by which they were controlled 
and infecting their own s^ of peripherals. 

Since the ability of any infected system 
depends on the peripherals it controls as 
well as the tech level, subsystems may 
spawn many smaller subsystems with inde¬ 
pendent capacity, or they may appear to 
be a single entity within a vast infrastruc¬ 
ture — a ghost in the machine, so to 
speak. 

Planet-wide Systems, The infection 
of planet-wide systems is somewhat rare, 
but when it occurs it is absolute. Virtually 
every subassembly, unit, and subsystem 
will be infected by the virus. While there is 
always a chance that discrete or dedicated 
subsystems will mutate and sever connec¬ 
tion to the main host, this isn*t very com¬ 
mon. The massive processing capacity of 
a planet-wide system makes this unlikely 
since communications is often a parallel 
function requiring little effort (See table 2). 

Virus Circuit Resources, Perhaps 
the most important aspect of a virus-con¬ 
trolled system is the specific hardware 
resources that it controls. More than any¬ 
thing else, this distinct mix of both intern^ 
circuitry and external peripherals deter¬ 
mines the capability and range of con- 


Table 1: Virus Effects 

Tech Level Typical Hardware 

7 Basic Admin. Robot 

8 Parallel processing 

9 Non-volatile 

Voice recoc^nition 
Base synaptic processing 
Self-actuating 
Pilots, Construction 
Servant Robots 
Expert Automation 
Warbots, Tactical Systems 
Ancients (Droyne) 


Virus Effect 

Egg 

Egg 

Egg 

Animal intelligence 

Minimal human / non-deterministic 

Below ayg. intelligence, but can learn 

Moderate intelligence 

Average intelligence 

Above average intelligence 

High intelligence 

Greater than PC intelligence 


scious actions that a host machine may 
perform. 

System Host (self-contained). 

Resources contained within the main con¬ 
trol facility are considered internal to the 
system host. These resources are at the 
core of an Awakened System's conscious 
‘body' and constitute its base of opera¬ 
tions, The host facility's physical form 
could be anything from the chassis of a 
robot, to the bridge of a vampire ship, or 

a massive underground computing com¬ 
plex. 

The fundamental unit of measurement 
of a computing system's processing power 
is known as the Base Processing Unit, 
abbreviated BPU. Likewise, the method 
for measuring relative storage capacity of 
a system is known as the Base Library 
Unit (or BLU). 

Base Processing Units and Base 
Library Units are not related to, nor are 
they dependent upon, the tech level of a 
system. They merely serve as general indi¬ 
cators of a system's computing resources 
{which may vary based on the scope of 
the system). Both units functionally fall 
within a range of from 0 (none currently 
available) to 5 (maximum available at any 
given time). 

Robots have a maximum score of 1 
BPU and 1 BLU due to the restricted size 
of their chassis. Fixed systems may vary 
from 0 to 5 in each score, though only the 
most massive systems will rate the maxi¬ 
mum, Vampire ships always have 1 point 
of each for every computer on board, vwth 
3 being the typical amount. 

In many cases, the most surefire way of 
disabling a virus-controlled machine is to 
disconnect or destroy the main processor 
and core database of the system host. This 
is never a guarantee, of course, because 
most machines of TL 8 or higher typically 
contain redundant systems. Even dismpt- 
ing main power is not likely to succeed, 
due to alternate sources like batteries or 
emergency feeds. Someone wth plenty of 
time and knowledge of an individual sys¬ 
tem may find the machine's Achilles' 
Heel, though the chance of success is 
reduced drastically as size and tech level 
increase. 

Also note that host-based resources 
may be duplicated in external (or even 
other internal) subsystems, providing 
redundant operations. An example of this 
is the Master Fire Director found in ships 
equipped with weapons. While a Master 
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Table 2: Relative 
System Level 

Subassembly 
Stand Alone Unit 
Discrete Subsystem 
ML Subsystem 
System 


System Size. 


Processing 

Storage 

Sensory 

Comm 

Synaptics 

Minimal 

Nil 

Possible 

Possible 

Nil 

Low 

Possible 

Low-High 

Medium 

Low 

Medium 

Low-High 

High 

High 

Medium 

High 

High-Mass. 

External 

Massive 

High 

Massive 

Massive 

External 

Massive 

Massive 


Fire Director contains dedicated sensor 
and tracking subsystems for its assigned 
weapon, should one fail, any of the host 
processors may assume these functions 
for the weapon. 

Central Processing Unit. There is 
always at least one processing unit within 
the Aware host, functioning as its brain. 
As tech level increases, this processor 
becomes faster and more complex. At TL 
8 and higher, systems typically use more 
than one. These multiple processors divide 
the operating functions between them, 
providing either parallel calcdations of dif¬ 
ferent information or redundant process¬ 
ing of the same thing (usually for diagnos¬ 
tic purposes), in any event, this CPU is 
always physically located at the heart of 
the system. 

As mentioned previously, the standard, 
comparative measure of a processing 
unit's functional capacity is known as the 
BPU, or Base Processing Unit. Each oper¬ 
ational system will have a BPU score of at 
least one. Any system reduced to 0 BPUs 
is considered disabled and may not 
process data or otherwise control any 
attached resources. 

BPUs are used to calculate the number 
of INT skill levels available to the system, 
and denote the number of potential 'mas¬ 
ter level' skills (skill level 5). To find the 
number of INT skill levels, simply multiply 
the number of BPUs possessed by 5. T^e 
table below shows the effective skill rating 
for the skill level of each asset: 


Skill Level 
1 
2 

3 

4 

5 


Effective Rating 

Minimal 

Capable 

Adept 

Expert 

Mastery 


When a host contains more than one 
processing system (or discrete subsystem), 
this increases the BPU score of the virus 
controlling the system. Add one point to 
the BPU score for each additional com¬ 
puter connected via direct line or fiber¬ 


optic link to the specific host, up to a total 
of five BPUs. This is the maximum num¬ 
ber of concurrent BPUs accessible to any 
system. If more are possessed, they are 
considered redundant, off-line processors. 

Note that slave processors, such as 
attached subsystems or robots do not 
count as additional processors, as these 
are externa! to the host. In fact, for every 
five such slaves, the host will effectively 
lose one BPU (to a minimum of one). This 
due to the effort required by the host to 
maintain control over its subordinates. 
These slave processors may be used as 
command midtiplexers. Each such proces¬ 
sor will enable the system to control up 5 
external hosts, each containing up to 5 
BPUs. This is how large scale systems are 
able to exert control over several external 
systems. 

System Memory. There are two 
types of system memory: Active Memory 
(also known as Random Access Memory, 
or RAM) and Non-Volatile Storage. Active 
memory within the host provides sort of a 
“working area'' for the host's most imme¬ 
diate thoughts. It is analogous to the virus' 
short term memory. The major disadvan¬ 
tage of this type of memory is the fact that 
it is cleared whenever power is removed. 

When active memory is disabled, this 
causes the conscious system to require 
reprogramming of non-volatile storage. 
Such effort requires time, allowing PCs up 
to 5 free turns, while the infected system 
loads required programming. Also, the use 
of non-voiatile memory in lieu of active 
memory requires constant effort, reducing 
the system's Initiative score by 1 point. 

Non-Volatile Storage is a form of mem¬ 
ory that retains information even if power 
has been removed. Although it is referred 
to as “storage", it is rarely designed to 
hold more than the last state of the system 
before power down. Non-volatile storage 
is typically found in TL9+ systems. 

Disabling non-volatile storage removes 
the ability of an Aware system to p>ower 
up in a fully prepared state. Note that the 
disabling of non-volatile storage must be 


accomplished while power has been 
removed, so that the infected system can¬ 
not immediately reprogram this memory. 

Synaptic circuits. Synaptic circuits 
and neural networks are synonymous 
terms describing firmware that uses a non- 
deterministic approach to learning. Infor¬ 
mation learned by synaptic circuits is accu¬ 
mulated as data becomes available and is 

compared to information already known. 
Circuits of this nature emulate the function 
of biological neural pathways and store 
acquired information in patterns, Each 
pattern prompts learned responses such 
as recognition and reaction. Synaptic pro¬ 
cessing also learns as experiences are 
gained. For example, a synaptic circuit 
would be able to compare previous experi¬ 
ences to arrive at the right or wrong 
course of action to follow in a current situ¬ 
ation. 

Each time the synaptic neural net 
receives information that does not match 
the data patterns it can identify, the new 
data is evaluated for cross-references and 
its pattern is stored for future situations. 
The nets often feed the comparative 
results back to the system's knowledge 
bases, enabling a system to store informa¬ 
tion learned from all new data gathered. 

Data banks. Any computer system of 
stand-alone size or greater which collects 
data or requires data to function will 
include some form of data storage. The 
capacity of these data banks (also known 
as core data storage) is usually based upon 
the functions and processes performed by 
the machine. Small systems require less 
storage to perform their tasks than a larg¬ 
er, multi-function machine. Data banks 
may also be added to a system to enhance 
the system's capabilities. 

Information that has been collected or 
stored in the data banks of a system may 
contain knowledge bases. Knowledge 
bases {also known as expert systems) are 
compiled information systems relating to 
some specific domain of expertise, such as 
proper manufacturing procedures, com¬ 
munication protocols, or individual lan¬ 
guages. Knowledge bases always contain 
information of a narrowly-defined scope 
used to solve problems, make decisions, 
and reach conclusions. The function is of 
a deterministic nature, as opposed to the 
non-deterministic approach used by 
synaptic circuits {see above). 

The relative capacity of a system's stor¬ 
age is measured by Base Library Units 
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(abbreviated BLU). All functioning systems 
will have a BLU score of at least 1. The 
maximum number of BLUs accessible at 
once is 5, Systems may possess more, but 
if this is the case, they are considered 
redundant, off-line storage. 

Base Library Units are used for deter¬ 
mining the EDU score of the system. 
BLUs are also used to calculate the num¬ 
ber of skill levels that a system can have, 
and serve as an indicator of potential 
'master' skills. Multiply the number of 
BLUs in a system by 5 to determine the 
number of EDU skill levels available. 

Off-line BLUs are accessible to the sys¬ 
tem with the following limitations: A sys¬ 
tem which requires the use of an off-line 
BLU must select and disable one of Its 
active BLUs before the off-line unit may 
be accessed. When this is done, any 
knowledge contained in the deselected 
BLU becomes temporarily unavailable to 
the system until that unit is again reactivat¬ 
ed. 

To activate or deactivate a Base Library 
Unit requires the full processing of one 
Base Processing Unit. Activating and 
deactivating a BLU requires several turns, 
during which time the system may per- 
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form no other action unless other BLUs 
are available for processing. To determine 
how long the process will take, simply sub¬ 
tract the system's Initiative from 10, with 
result being the number of full turns 
required for the operation. 

Direct I/O channels. Direct 
Input/Output channels differ from the 
more conventional (human) interfaces in 
that these connections provide simultane¬ 
ous high speed throughput in both direc¬ 
tions. Such connections are the means for 
the Aware to control and monitor internal 
and external subsystems and peripherals. 
All systems typically contain three 
direct I/O channels for every central pro¬ 
cessing unit. Each of these three can con¬ 
nect the host to up to five resources. The 
most common direct connections are: 

— Additional CPUs 
— Data banks 
— Synaptic circuits 
— Network nodes 
— Neural interfaces 

Input/Outpui Interfaces, Almost all 
machines wiil have some method by which 
an operator may input data and/or com¬ 


mands to the system. These interfaces are 
often coupled with an output interface 
which provides feedback to the user. In 
fact, many interfaces in advanced 
machines possess both input and output 
capacity. 

Small systems, and those of lower tech 
levels, might consist of simple keypads or 
switch banks. As tech levels increase, sys¬ 
tems will include interfaces such as alpha¬ 
numeric keyboards, optica! character 
recognition, voice transcription, and full 
voice command interpreters. 

Output interfaces provide a variety of 
information types to users. The informa¬ 
tion might be as simple as power-on status 
of subassemblies, or as complex as heads- 
up tactical displays and high resolution 
holographic map coordinates. Other 
examples of output interfaces are: Video 
displays, printers, voders, and olfactory 
dispensers. 

Diagnostic circuits. Most machines 
will include some form of hard-wired or 
hard-coded diagnostic circuitry that 
enables the machine to perform a self-test 
(usually during the power-on phase). 
Because the Cymbeline chips are able to 

modify circuitry, a system containing one 
will probably have an altered diagnostic 

- Volume III • Number 3 



















circuit. Circuits of this nature may be dis¬ 
crete subassemblies or fully integrated 
within the host's CPU electronics. 

External Resources* External 
resources are those resources which are 
available to (but not contained within) the 
same chassis or enclosure as the main 
host processor. They may be in the same 
physical location or quite far away, as tong 
as the system's primary processor is able 
to control their operation. Once control 
has been lost (for whatever reason), they 
are no longer considered resources. 

Sensor Arrays. One of the most 
important resources available to an Aware 
system is its collection of sensors. While 
input and output interfaces allow a system 
to communicate with other beings, the 
sensors attached to a host enable it to 
gather data related to its environment and 
physical status. Without ample sensory 
input, the Aware are effectively deaf, 
dumb, and blind to their surroundings. 
This makes them incredibly dependent on 
remote units such as robots, or input from 
other sophonts. 

Sensors vary in sophistication arvd are 
available for quite a large range of measur¬ 
able physical phenomena. The most com¬ 
plex of these may have their own integrat¬ 
ed processing and evaluation electronics. 
As with other system resources, the sen¬ 
sors typically present within an Aware 
host will be based on the host's intended 
purpose. This is not to say that a virus- 
controlled system may not subsequently 
add other sensors to supplement its per¬ 
ceptual abilities. 

Typical sensor functions include {but 
arc not limited to): 

— Audio 
— Video 
— Radio 
— Ladar 
— Radar 
— Sonar 
— Nuclear 
— Motion 
— Vibration 
— Infrared/ultraviolet 
— Chemical 
— Temperature 
~ Hectromagnetic 
— Altitude/attitude 

Communications systems. Commu¬ 
nications are another vital asset to an 
Aware machine. In addition to providing 
the host with the means to send and 
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receive information between it and its 
remote peripherals, communicatiDns sys¬ 
tems also enable dialog with biologicals 
and other discrete equipment. Without the 
ability to communicate with other equip¬ 
ment, there is no way for an Aware sys¬ 
tem to reproduce or infect others. 

Typici (single and multi-channel) com¬ 
munications systems arc: 

— Modems and dedicated lines 
— Infrared 
— Rber-optic 
— Radio 
— Satellite 
— Transponders 

Process control systems* Process 
control resources are important for many 
reasons, though they may initially seem to 
be of minor importance. First of all, 
process control systems regulate such 
things as environmental systems, fuel 
purification plants, and replacement part 
manufacturing. Such systems are a critical 
component in the infrastructure, and allow 
a system to remain functional when it 
would not otherwise be possible. 

These systems also provide important 
services for those biologicals that may 
maintain a system, such as agricultural 
production, medical operations, and waste 
disposal. In this case, the process control 
subsystems are equally critical since the 
humans are also required for the Aware 
system to remain functional. 

Weapon systems. Systems which are 
designed with or otherwise include 
weapons are typically more aggressive. 
However, weapons are often very impor¬ 
tant to the nonaggressive members of the 
Aware as well. Inclusion of weapons in a 
system ensures that it will not be defense¬ 
less if attacked by hostile forces. Note that 
weapon systems have better redundancy, 
and usually have additional fail-safe sen¬ 
sors. 

The most common weapon types are: 

— Projectile 
— Explosive 
— Biological 
— Chemical 
— Laser 
— EM pulse 
— Plasma 
— Meson 

Remote units. Backup PtiKDessing 
& Storage. The remote units of an 


Aware system include any resource acces¬ 
sible by the system utilizing communica¬ 
tions such as radios, modems, lasers, etc. 
Examples of these are robots, ship's 
boats, and distant processing or data stor¬ 
age sites. Remote systems are considered 
to operate on their own volition when not 
under the immediate control of the prima¬ 
ry host. Any remote system will have 
some form of personality, but are easily 
subjugated by the host (and thus may be 
treated as subordinates). 

Backup storage resources could be one 
or more alternate (redundant) data cores 
located at a remote location containing 
archival information. Archival data is infor¬ 
mation that is seldom needed or used only 
periodically as required. Backup storage 
provides alternative BLUs in the form of 
knowledge and skills that may replace the 
active skills of online resources. (Note: 
replaced data is lost unless backed up 
prior to dump.) 

Transport systems. This form of 
resource is typically reserved for robots. It 
constitutes the method by which such sys¬ 
tems maintain mobility. Though consid¬ 
ered an external resource, the transport 
system is always physically part of the 
host's chassis. There are several types of 
transport systems available. These are: 

— legs 

— wheels 

— tracks 

— air cushion 

— contra-gravity lifters. 

Appendages. Appendages are useful 
additions to those systems that have a 
need to manipulate physical objects. While 
rare on ships and other vessels, they are 
commonplace on robots and many fixed 
computing systems. The most likely 
appendages are arms and tentacles, if 
grasping and manipulation is required. 

For systems which perform mainte¬ 
nance, repair, and/or manufacturing 
duties, such appendages are likely to be 
fitted with some form of tool or instru¬ 
ment package. Heads are also considered 
appendages, and typically house one or 
more sensors. 

Miscellaneous Devices. All 

resources not otherwise classified fall 
under this heading. These devices are typi¬ 
cally local peripherals of some type. 

Power Sources. The power sources of 
an Aware system are a key resource and 
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are always protected when possible. 
Power plants come in several configura¬ 
tions, and often charge interna! fuel cells 
designed to maintain energy levels during 

emergency situations. 

All systems have a primary power sup¬ 
ply, This is true regardless of the presence 
of a generator for maintaining constant 
power levels. This primary source of 
power is usually capable of conferring suf¬ 
ficient energy to operate all systems simul¬ 
taneously. 

Backup power systems often provide 
either minimal power levels or power to 
selected subsystems. Systems will maintain 
a backup source of power when feasible, 
such as alternate generators and/or emer¬ 
gency fuel celis- These serve to protect the 

host system from outages. 

Robots without access to external 
power sources are vulnerable to immobi¬ 
lization and incapacitation, unless their 
interna! power plants are replenishing 
generators. 

Physical Security — Defensive 
Systems. Finally, one of the most impor¬ 
tant resources of immobile systems is 
physical security, though all systems may 
possess some defense. This is usually a 
combination of physical access control 
coupled with some form of remotely acti¬ 
vated guardians. The physical security of a 
machine protects it from external tamper¬ 
ing and destructive attacks. 

The chassis of the system may consist 
of physical barriers or the armored cover¬ 
ing of the machine itself. Anything from 
solid walls to electrical or pressurized con¬ 
tainment fields (or even vacuum environ¬ 
ments) serve as examples of physical secu¬ 
rity. 

Physical Configuration 

Any machine inhabited by a virus may 
be considered sentient if it is capable of 
sensing its environment and res|X)nding to 
such external stimuli in a calculated way. 
Although the personality and resources of 
a virus may vary broadly, all virus-con¬ 
trolled systems fil into one of three basic 
physical categories: Fixed systems, Vam¬ 
pire ships, and Robots. Each of these 
physical configurations have unique prop¬ 
erties and abilities, as well as their own set 
of advantages and shortcomings. 

While fixed systems occur with the 
most frequency, they are typically planet- 
bound and lack the capacity for mobility. 


They also tend to have the widest variety 
of resources of the three configurations. 
Unless they are specifically designed to 
control large scale processes, fixed sys¬ 
tems are capable of a narrow scope of 
operation and understand little outside 
their domain of expertise. 

Robots, on the other hand, are rarely 
found in an operational state, and usually 
have the most limited scope of operations. 
Their dependence on other, typically 

fixed, systems for command directives 
often means that they are pKX)rly equipped 
to deal with novel situations. They possess 
fewer skills, though these may sometimes 
be quite high if they were created for a 
specific purpose. 

Finally, roving vampire ships may be 
found singly or in groups, and range in 
complexity from the simple scout/probe 
to former Imperial Navy battleships and 
destroyers. Vampire ships of military 
design are also without a doubt the most 
aggressive of all virus-controlled systems. 
The armaments of such virus-controlled 
ships insures this, and even ships previ¬ 
ously crippled in combat will react in a 
hostile manner, destroying themselves and 
their targets if necessary. 

Fixed Systems. This category refers 
to those systems designed to perform spe¬ 
cific functions almost exclusively in a fixed 
location or within a predetermined geo¬ 
graphical region. A fixed system may also 
be some form of discrete sub-assembly 
contained within a larger host, which 
nonetheless has enough resources to 
operate independently and possess its 
own distinct personality. 

Automated Vehicle System. Auto¬ 
mated vehicle systems consist of anything 
from dashboard/control panel circuits to 
navigation and telemetry systems. The pri¬ 
mary purpose of this type of system is to 
remove the necessity of human action and 
judgement. Such freedom from manual 
control and decision making enables the 
vehicle's occupants to focus their attention 
on other matters. 

Communications Subsystem, This 
type of fixed system often serves as a 
multi-channel, multiple media data 
provider — either for remote pockets of 
humanity, or for allied vampire systems 
separated by great distances. Examples of 
communications subsystems are satellite 
ground stations, radio transmitters, com¬ 
munication relay stations, etc. Not to be 
confused with the basic communications 


resource, a subsystem is often made up of 
several diverse types of communication 
circuits to create an overall package. 

Environmental Control Unit. Oper¬ 
ating on custom heuristics, the purpose of 
these systems is to provide comfortable 
living conditions for those biolog icals with¬ 
in one or more areas based upon their 
racial needs and personal preferences. An 
ECU may consist of only the process and 
control electronics for a single building. 
Or, it could make up the infrastructure of 
a life support system which controls a 
domed city or space station. 

Health Systems^edlcal Service. 
In advanced health facilities, standard 
medical services are often performed by 
non-mobile robots, as patients are passed 
through the facility. This enables consis¬ 
tent monitoring and treatment of patients. 
In the case of Master-Slave configurations, 
there will be one or more mobile “nurse" 
robots attending the patients. These nurs¬ 
es are often Expert robots with sufficient 
processing to confer amongst themselves, 
though the main processing and database 
is always resident within the master sys¬ 
tem 

Library System. Although most 
library systems have severely limited 
access to process and control, weapons, 
and other such peripherals, their strength 
lies in the data they possess. In some 
cases (typically with regard to large univer¬ 
sities or information centers), a library 
may control a number of “gnomes”. 
These small, inoffensive robots are utilized 
to sort and store books and other material 
within the library's purview. 

Manufacturing Unit. The primary 
resources available to a virus inhabiting a 
manufacturing system are process and 
control circuitry. Expending ujDon the size 
and scope of the system, however, there 
may be additional support peripherals 
attached that provide access to such 
resources as sensors, appendages, and 
remote slave units. 

Security System. This type of system 
refers to the sensor arrays, perimeter 
defenses, and control systems used for 
prohibiting unauthorized entry or exit. The 
basic form might only be a security system 
protecting a residence or commercial 
building. On the other end of the scale is 
the planetary defense system, which 
would function on a global scale and might 
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even include system patrol and defense 
ships. 

Virtual Reality Interface Unit. Vir¬ 
tual reality units may be immersive or 
combinatory (where virtual objects are 
added to the subjects' existing environ¬ 
ment), Systems of this type offer realistic 
simulations of actual or imaginary environ¬ 
ments in micro to macro scale. They 
enable real-time memipulation of objects in 
remote or hazardous locations. Virtual 
reality units may be used for training, 

what-if simulations j tactical evaluations, or 
entertainment purposes. 

Vampire Ships. Among the known 
strains of the virus, those in control of 
vampire ships tend to be the most hostile. 
This may be an inaccurate characteriza¬ 
tion in the case of the more research-ori¬ 
ented ships, as empirical data has shown 
that those hosts possessing anmaments are 
a great deal more violent than those with¬ 
out. It may be that those shij^s which are 
prepared for battle tend to use the 
resources at hand. Or it might be that they 
just have a skewed sense of their reason 
for existence. Unfortunately, in an 
encounter with vessels of the former 
Imperial Navy, these ships tend to shoot 
first and ask questions later. 

The ships which were configured for 
data collection have their own set of pit- 
falls as well. In many cases, these vessels 
contain large data banks, neural net clus¬ 
ters, and expert systems, in effect making 
them smarter. The availability of these 
resources often makes them excellent tac¬ 
ticians, and it gives them a fair insight into 
countermeasures which might be used 
against them, A hapless, nondnfected ship 
without proper isolation of its communica¬ 
tion circuits is extremely vulnerable to 
infection. However, even isolation is not a 
fail-safe defense, since a host which is 
more or less skilled at humati logic might 
be able to fool the captain and/or crew of 
its target. 

The term 'Vampire ship'* refers to 
space-faring ships and vessels under the 
influence of the virus. Even though the 
term ship is technically used to designate 
vessels with jump capability, in the com¬ 
mon parlance it often refers to any infect¬ 
ed vessel, whether or not they are capable 
of interstellar travel. 

Vampire ships may be encountered 
singly or in groups. Those confrontations 
with multiple ships (especially combat- 
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capable ships) is the most dangerous of all 
possiHc vims encounters. 

The following sections serve to catego¬ 
rize the various individual and group types 
that may be encountered while travelling 
through the Wilds. However, because 
complete descriptions may be found in 
GDW's Fighting Ships of the Shattered 
Imperium^ they are included here in list 
form only* 

Ship Types. The Final War scattered 
the ships of the former Imperial navy. 
Those surviving ships under the control of 
an Aware entity had to adapt to a non¬ 
existent supply and repair infrastructure* 
In many cases, this was the catalyst for 
such ships to seek out biologicals who 
could give the ships what they needed. 

The majority of vampire ships are soli¬ 
tary shipSj most retaining jump capability. 
Because many of the vessels contained 
highly individual personalities, they rarely 
formed alliances with other ships (who 
would infect them if possible)* 

Those ship designations of the former 
Imperial Navy are still applicable, and are 
listed below. 

Battleships. These are further divided 
into: 

— Battleships 
— Dreadnoughts 
— Battle Rider 
— Battle Tender 

Cruisers — More lightly armored or 
less heavily armed 

Carriers — Carry large numbers of 
small combat craft) 

Escorts — Protect & assist larger ves¬ 
sels) 

Scouts — Survey & exploration; also 
couriers) 

Squadrons. While it is uncommon, 
squadrons have been noted in various 
places throughout the Wilds, Often of 
haphazard configuration, such squadrons 
generally conform to the five squadron 
types of the former Imperial Navy. 

BatRon — Battle squadron 
CruRon — Cruiser squadron 
AssaultRon — Assault squadron 
TankRon — Tank squadron 
ScoutRon — Scout squadron 
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Fleets* Though highly unlikely, it Is 
possible that some infected fleets may 
have reformed after the collapse. Such 
fleets are dangerous in the extreme due to 
their control by the virus* It is likely that 
pre-collapse protocol would influence a 
virus-infected formation, so it may be 
assumed that fleets could conform to one 
of the seven fleet types, listed and 
described below: 

Assault fleets — Assigned to worid (sur¬ 
face) attack missions. 

Battle fleets — Used to meet & destroy 
enemy ships. 

Interdiction fleets — Used for siege-ori¬ 
ented missions (embargo, bombardment 
or containment). 

Penetration fleets — Assigned to long- 
range raid missions, driving deep into 
enemy territory . 

Strike fleets — Strategic supplements 
to battle fleets; support flanks & clear sys¬ 
tems. 

Reserve fleets — Holding formations 
until assigned to fleets; training activity* 

Depot fleets — Inactive ship pools; 
ships not in service but which may be 
reactivated, 

Robots. From the time humanity first 
entered the industrial age until the collapse 
of the Third Imperium, one of its most 
urgent and ongoing goals was to create 
machines in its image. From the most 
basic automated assembly arm to the most 
advanced pseudo-biological robot, human¬ 
ity has always sought to endow its cre¬ 
ations with the ability to mimic its cre¬ 
ators. Robots have been more than just 
the tools of humanity. They are a reflec¬ 
tion of humanity itself, and an indication 
of the god-like powers bestowed by high 
technology. 

The Aware robots of the New Era rep¬ 
resent the final step in the evolution of 
man's constructions. Prior to the virus, 
robots were “taught" to mimic emotion 
through programmed simulation. Virus 
has brought about what humanity could 
not, for those robots controlled by the 
vims have attained full consciousness and 
the ability to experience tme feelings. 

As with other sentient systems, robots 
possess a variety of skills and a collection 
of attitudes befitting their status as 


sophonts* Like other Aware systems, the 
personality of each individual robot is col¬ 
ored by its original design and purpose. 
Robots that were designed to provide ser¬ 
vice are less aggressive than those vAiich 
were created to wage war. Slave units are 
generally more dependent upon external 
interaction than those which were built to 
house expert systems. 

All robots may be classified as either 
vehicular or non-vehicular* Their specific 
purpose and abilities are, as with other 
Aware systems, influenced by their inter¬ 
nal resources. However, systems utilizing 
the data or services of a more able system 
often operate as the mobile servants of 
such systems. 

Butler/Servlce Robot. Use of com¬ 
mercial and personal service units is fairly 
widespread on worlds where the tech level 
hasn't declined too much. Though 
replacement parts are very hard (if not 
impossible) to come by, the useful life of a 
service robot is tong* Since it is common 
for these units to communicate with other 
systems, there is a high likelihood of infec¬ 
tion and contagiousness. However, their 
limited task programming significantly 
reduces their intellect. 

It is likely to find one or more of these 
robots accepting primary or supplemental 
commands from a higher level (fixed) sys¬ 
tem. In such circumstances, the robot may 
be influenced to a greater or lesser degree, 
depending upon the other system's per¬ 
sonality and capacity to control remote 
units. Robots might view the system as a 
“friend”, a mentor, or a leader. 

Guard/Security Robot. The most 
aggressive form of robot, guardians are 
equipped with a wide selection of weapon¬ 
ry and armor. Such robots might be 
encountered singly or as piart of a coordi¬ 
nated force. In the latter case, there is typ¬ 
ically a central fixed system in charge. 

Transport/Cargo Handfirig Robot. 
This type of robot possesses the least 
intelligence and a narrow range of skills. 
Their above average power makes them 
quite dangerous should they for some rea¬ 
son become aggressive or lose control. 

(To be continued next issue.) Q 
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A ll fantasy role-players have seen the 
spectacular effects magic can cause 
during combat. Players and their 
characters shamelessly chase after more 
and more magic to give them that super¬ 
natural edge. Despite thiSj most NPCs lack 
this deep yearning for magic. 

Even if the evil lord has an enchanted 
sword, he will not be bristling with minor 
magical items such as potions and wards. 
Even more forgotten is the lowly mer¬ 
chant. 

Here are the people with the best 
minds short of the mages and enchanters, 
yet they lack the common sense to take 
advantage of magic. Can they not think as 
clearly as the sword swingers? Do they 
lack the lust for power and wealth shown 
by the most common adventurer? By no 
means! It is high time for merchants and 
other “boring” NPCs to begin abusing 
magic and mental ism as well as the adven¬ 
turers do. 

The following text contains various 
ideas that have been successfully piaytest- 
ed. Not only do these merchants become 
vital to the adventurers’ daily lives, they 
also provide wonderful ideas for beginning 
adventures. This article does not intend to 
provide atl the detail necessary, but just 
enough to start you on your way, 

Tondart^s Printers and Scribes, 

Scribe Services 

Tondart is a successful conjuror in the 
city of Snobist who has developed (or 
found, no one is sure) a mass conjuration 
spell that summons 99 imps. 

These imps are relatively useless except 
for the fact that they are all capable of 
writing, or more to the point, copying. 

Tondart summons the imps and has 
them copy documents in mass quantities. 
His major clients are governments and 
religious organizations, but he will often 


keep extra imps busy with small jobs. Ton- 
dart employs a dozen human scribes who 
set up the jobs and handle special projects 
not suited for the imps. They also act as 
handlers for the imps, who, true to form, 
will misbehave whenever possible, 

Tondart is extremely secretive about his 
imps and refuses to share any information 
about them. Some people claim they are a 
single imp that he was able to split, while 
others assume that they are part of a mys^ 
tic army. Whatever the truth, Tondart will 
not tell, nor will he take any apprentices. 
This secrecy has served to protect him, 
because his clients are not willing to lose 
him. 

Several plots against Tondart by jealous 
rivals have been thwarted by one or many 
of his customers. The imps charge out at 
the same price as normal scribes, but they 
work slightly faster. 

They wti! copy documents in any of 
the languages that Tondart understands. 
The imps write in an obviously rushed 
hand, but they are very accurate. They 
have proven incapable of copying maps 
or art work. 




Portia Xalanos 

Long Range Teleportation 


Portia Xalanos is a powerful sorceress in 
the city of Helatia. She spent the majority 
of her teaching years researching teleporta¬ 
tion and other means of travel. During this 
research, she came upon a spell that would 
allow her to teleport over vast distances. 
Portia soon retired to private practice. 

Portia now uses her long range telepor¬ 
tation to move people and deiicacies out of 
Helatia. She is a respected member of soci¬ 
ety and does not deal with criminal ele¬ 
ments. She has teleported adventurers, but 
only for rescue missions. She does not feel 
anything else demands a quick, armed 
response. 

Portia has traveled to several places 
within the range of her spell to establish 
destination sites. She has these in several 
major communities up to 400 miles away. 
Portia’s main customer is a delicacy mer¬ 
chant, who has her teleport exotic sea food 
to pick up sites. 

This instantaneous delivery system does 
greatly increase the cost of the foods, but it 
seems to be the only way to get them. 
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Now you can have the 
adventures of a lifetime in the 
award-winning mutti-player 
online game Legends of Future 
Past for as little as 
SI-80 per hour! 

C'leaie your character and \ isii And{>n a 
worltl creaied solely ihrough arlislie 
prose and colcued hy shared iniaginalloii. 
Meet the exciting, intrepid and interesting 
people who populate these e\er- 
expanding lands* Beconie part ol the 
ccJintnunii v of adv enturers who have 
loiind reward, l iches — even romance — 
in \hc I'aniaslie land ol the Shattered 
kcalnis. 

Live Game Masters: Vou'li explore a 
living world v^hcre prulessioiiLtl game 
designers introduce new advcntuics and 
lands to exphae on a coiUinuing basis. 
Delv c into the polities ol’ ilic City-State ol 
bay d, or take up a nohle t|uest. Become a 
(dtamnion of Justice—or a Force for 


No special software required. 

Available via the Internet and 
local access numbers. 

Toll free number customer 
service and technical support 

All adult: You must be eighteen 
( 18 ) or older, 

American Express, Visa, 
MasterCard, Discover and 
Diners Club. 


Full Character Development: In 

Legends, v oLi can assume tire role of any 
character imatiinable. Our skill-based 
system will enable you to develop the 
persona of your dreams. Be a powerful 
vv i/ard. sly thief or v aliant knight or 
e V e n a e e n 11 o vv ei i v e r, a skill etl 
wcaponsmiih or a miner. The 
possibilities for profession and character 
dev elopnieni arc eiKlless. 

Advanced Interactive Fiction: 

L.eeends was designed as a monumental 

4 _ •m,. 

work of faiitasv and aitilleial intcibeence 
Not only will ytni interact with people 
just like yourself— you will be in a 
realm that responds to your evei y act ion. 
There are no graphics, hecaiise only the 
power of the Ibiglish 1 align age could 
capture the beauty of this w (irld. Lome 
play it tor youiscir. 


800-274-2814 Voice 
800-937-7644 Sign-up/Info 

info @ novalink coin * telnet nova link, com 

79 Boslon Turtjpike Suite 409, Slirewsbury. MA 01&45 














Mdgicdl Merchants 



The High Order of Telepathy 

Banking and Message Services 


The High Order of Telepathy is one of 
the most established and respected orga¬ 
nizations in the world. The Order consists 
of an extensive series of relay telepaths all 
using the Long Range Telepathy profi¬ 
ciency. With offices in most major towns 
and all major cities^ the Order is able to 
send messages across great distances. 
Fees for such messages are based on the 
number of relay stations through which 
they must travel and their length (in ten 
word increments). 

Messages tend towards very simplistic 
sentences to keep the fees lower (similar 
to telegram messages today). 

Once the relay system was established, 
the Order began to see other ways of 
turning a coin. The Order has become a 
banking system. People are able to 
deposit vast amounts of money at one 
office and withdraw the money at a dis¬ 
tant office, for a slight fee of course. This 
system has helped many merchants con¬ 
duct business over great distances and 
works as well as our present day banking 
and wire transfer systems do. 

With this great transfer of funds, some 
offices sometimes develop excessive 
funds. These funds must then be trans¬ 
ferred physically to the offices that are 
deficient in funds. These transfers are the 
stuff of legends, with guards bristling all 
around the huge sums of money. 

One additional point about the High 
Order is their desire for chrystalist, the 
substance necessary to create mentalist 
talismans. The High Order is attempting 
to control the world market of the rare 


stones and will always pay 5-10% more 
than the gem dealers. This is also the pre¬ 
ferred form of payment for services. 

The High Order of Telepathy is the 
largest mystic organization in the world 
and is responsible for training at least half 
of the mentalists. The conditioning 
endured by each new member is similar 
to brainwashing, and their members are 
known for their unbroken loyalty. 

Farm Implements and Servants 

Undead Creatures 



On the mysterious island of Rimmim, 
the bodies of executed prisoners are sold 
to necromancers and then turned into 
skeletons and zombies. These undead 
creatures are then sold to farmers and 
others as servants and slaves. 

Mimbaugh is the necromancer who 
owns Farm Implements and Servants. He 
is the largest distributor of undead work¬ 
ers due to his close ties to the royal fami¬ 
ly. He is considered to be a manufacturer 
like any other, and in Rimmim his prod¬ 
uct is not seen as ghastly nor inappropri¬ 
ate. 

Mimbaugh has several apprentices and 
journeymen working for him and man¬ 
ages to produce skeletons and zombies 
over a wide range of ability, 

Mimbaugh himself has all but retired 
from the actual spell casting work, and 
spends his time managing the business 
and finding new buyers. 

He is currently looking into the option 
of opening another location in Dalavar, 
but is unsure of handling two businesses 
so far apart. 



Captain Couris Fantano 

Ship's Captain 

Captain Couris Fantano is the owner 
and captain of Crest Cutter's Daughter, 
one of the fastest cargo carriers out of the 
port of Caratock. Not only is the ship built 
for speed, but Couris is an accomplished 
wizard and uses his spells to increase the 
speed even more. Couris uses wind sum¬ 
moning spells along with several helpful 
clementals to break speed records. These 
spells are also very helpful when trying to 
escape during his other activities (piracy). 

Crest Cutter's Daughter will carry any 
cargo, and delivery schedules are a matter 
of how fast the customer can afford to go. 
Couris will not travel to the city of Rim¬ 
mim, where he is wanted for his nefarious 
activities. They also make use of wizards on 
their ships, and he does not like his 
chances against several ships equippjed as 
his own. Couris will risk any other law 
authority, but not Rimmim, 

Rmuiii Kqtim 

Smuggler 

Rmum Kqum is a smuggler of 
weapons and magic. He uses an invisibili¬ 
ty spell to make deliveries and to pass 
banned goods through check points. He 
also has use of an imp that can often fly 
products to where they have to go. 

Rmum Kqum is a half elf. He is a 
wanted criminal in most of the places he 
visits, but manages to stay one step ahead 
of the law. He is very secretive and intro¬ 
verted. He considers himself to be an out¬ 
sider of all societies with which he comes 
in contact. 
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Magicfbl Merchfinfs 



Whendis Skymind 

Rain Maker 

Whendis Skymind is a spell caster 
schooled in druid spells. He is a weather 
wizard and uses his powers to bring rain 
to drought areas. He is a conscientious 
man and will only use enough magic to 
keep an area viable. He does not wish to 
destroy the environment elsewhere while 
saving one area, and will try to maintain a 
balance, 

Whendis was raised by a wandering 
tribe of horsemen, but trained by an elven 
farmer. He does not fit in most cultures 
and is considered to be very bizarre. He 
travels light and does not charge much for 
his services. He will only contract with a 
governmental group, because he refuses 
to work for one farmer alone. 

Highland Way 

Messenger Service 

The Highland Way is a loose organiza¬ 
tion of messengers with one similarity: 
they all have the ability to fly. Most of the 
delivery people use pegasi or similar 
beasts or some sort of magic, but a few 
actually have the ability to fly. These mes¬ 
sengers are not only typically faster than 
others, but they have typically have far 
fewer problems. After all how many ban¬ 
dits can fly up to bother them? 

The Highland Way has several posts 
set up in the major inland cities, including 
Snobist, Rhum and Pamania. These posts 
serve as contact points, business offices 
and stables for the business. The man¬ 
agers do not have the extreme business 
savvy that many of the others listed here 


do, and they are only barely making it 
financially. T^eir chief competition is the 
High Order of Telepaths, but the High¬ 
land Way is able to carry packages and 
secrets. 

The Highland Way charges fairly high 
fees because each delivery is a customized 
service. The fees can often be brought 
down substantially by joining with others 
to have a group of messages or packages 
delivered. Most of the Merchants' Guilds 
in these cities take advantage of this type 
of consolidation. 



Glass Shaper 

Glass Maker 


Ruhn Tanickbau is a mage in Rhum 
who has mastered the Turn to Glass spell. 
Ruhn has turned this knowledge into a 
profitable business. 

In a society where glass blowing is an 
art form, Ruhn has been able to chum out 
glass panes custom fit to order. Ruhn typi¬ 
cally casts his spells on ice or water when 
possible, because he gets clearer results, 
however he will use ceramic for jobs too 
difficult to do with other materials. 

Through Ruhn's business, many build¬ 
ings in the city of Rhum have been able to 
install glass in their windows, something 
practically unheard of anywhere else. 
Ruhn has become extremely wealthy, but 
continues to experiment with color and 
form, Ruhn pushes himself very hard, and 
casts spells with the same abandon that 
most combat mages use. He has recently 
begun to show signs of stress, and gets 
sick easily. His friends hope he will soon 
slow down, but his customers continue to 
fill his woric load. (Hint: Now would be a 
good time to become his apprentice.) 



Iceberg Products 

Frozen Foods. 

A continent away from Portia in Brin- 
ston is the Iceberg Products company, a 
seafood firm run by two mages, Jurid and 
Cygfen. These two mages started the 
company using only their freeze spells, 
but have since expanded to hire a few 
young, budding, spell casters. The simple 
basis of the business is to use magic to 
freeze the fish or other food and then 
ship it across the country. With Biinston’s 
wanner climate, most of the products that 
arrive at the city's enormous port will 
never make it out of the city. 

Iceberg Products is able to ship unsalt¬ 
ed fish to inland markets and has set up 
strong monopolies. They have also been 
setting up a side business that sells ice to 
the wealthy in Brinston. Jurid and Cygfen 
have been looking into using spells to set 
up other monopolies and are very open 
to new ideas. 

Summary 

Each of these businesses can be the 
center of adventure. Most of these people 
hold monopolies and do not wish to share. 
Adventures can revolve around rival mer¬ 
chants or thieves working against the magi¬ 
cal merchants, or for that matter, the PCs 
may think they can turn a quick coin. With 
luck, most game masters have already 
begun to formulate adventure ideas while 
reading this article. 

The spells presently published in most 
systems offer a plethora of possible money 
making schemes. If no ideas present them¬ 
selves, mages can always invent their own 
spells. Life as a merchant mage will be very 
different than that of an adventurer, but it 

just might prove to be far more 
profitable. □ 
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GAME 


M ASTER S 


WORKS OP 


MOOK 

LINE & 

sinker: 


Adventures on the Fly! 


Edited by Jolly R. BlacJcburn 


What is a Hook, 

Line & Sinker? 

Hook, Line & Sinfcer is one 
of the most popular columns to 
have appeared in SHADIS. For 
the benefit of our new readers, an 
HLS is a brief plot-line for an 
adventure presented in a simple 
format. HLS scenarios are gener¬ 
ic and designed to give th€^ Game- 
master the seeds for an adventure 
that he can build around. They 
come in handy when the GM 
has nothing else prepared, or 
finds the party has outpaced him 
and the prepared adventure sud¬ 
denly ends. Readers are encour¬ 
aged to submit HLS scenarios for 
any genre. 

Explanation 

Hook. The current situation or 
location of the adventuring party. 

line* An opportunity for adven¬ 
ture that presents itself to the 
pjarty. A line is normally present¬ 
ed as a short paragraph. Think of 
the line as the “bait” to lure the 
party into an adventure. 

Sinker. The clincher to the line. 
The sinker presents the GM with 
a dilemma that makes the situa¬ 
tion a true adventure. 


It's a Kind of Magic 

Hook; Party with at least one magic user is 
“on the road again,” traveling down a desert¬ 
ed road. 

line: The party comes across the body of a 
;e who hasn't been dead for very long. AH 
, food and weapons (magic & non-magic] 



are gone. In a knapsack, under the mage's 
body, are some cbthes and a leather-bound 
book. 

Sinker; Yup, it's a spell book. The tome is 
covered in leather - the skin of the mage 
who wrote the volume - and contains 2d6 
low to mid level spells of “non-evil" type. 
The book is semi-intelligent, and is able to 
attract all magic-users within a 1-mile radius 
(which is how the party ended up here, 
although they don't know it). 

The book wants a magic-user to cast one 
of the last spells in the book, bringing the 
magician back from the dead. The spell 
should be hinted at to players, but they 
won't know exactly what it does until some¬ 
one tries to cast it. If the tome is either 
blessed by a good-aligned priest or disen¬ 
chanted by a magic user, the “drawing” 
effect is destroyed and ld6 spells (but not 
the resurrection spell) disappear from the 
book. 

If a magic-user tries casting the resurrec¬ 
tion spell, the birvding flies off the book and 
wraps around the newly-summoned spirit of 
the dead mage. He won’t bok too well, as 
the cover has been ill treated since he last 
wore it. The mage attempts to take the spell 
book and any other magic items the caster 
may be carrying. 

If the PCs are still carrying the book a 
month after finding it, and haven't yet either 
disenchanted it or tri^ to cast the resurrect 
spell, the tome will start calling on al( other 
magic users in the area to come and take It 
away from the PC. This could start a 
tremendous mage-war, as young and old, 
good and evil magic users start crawling out 
of the woodwork to beg, buy or steal the 
tome from the PCs, 

Scott Gardner 

HoUywood Hijinx 

Hook: F. Fred Feldmar, the famous movie 
producer, is desperate to get a good script 
for his entry in this summer's movie glut. 
Unfortunately, his writers can't write any^ 
thing worth a nickel, let alone millions of 
dollars. Fred has come up with an idea of his 
own, however. He has heard of a group of 


superheros with suitable sp>ecial effects and 
martial prowess in (hero group)'s city, 
line: Fred decides to send one of his lack¬ 
eys to bring the heroes out to Hollywood. As 
an inducement to their participation in his 
new movie, each of them will be offered free 
plane fare, food, and hotel accommodations, 
as well as $150,000, all for a week's work 
as actors/stuntpeople/special effects crew. 
What the heroes don't know is that Fred 
thinks enough action, danger, and special 
effects can make a good movie out of the 
poor scripts his writers have product. And 
to top it off, hiring the heroes is cheaper 
than using Industrial light and Magic's™ ser¬ 
vices! 

Unfortunately for our heroes, while they 
are on the set, many scenes will be shot with 
little or no warning, which will make the 
heroes have trouble telling reality from Hol¬ 
lywood, which may lead to salary reduction 
as expensive props are destroyed by the 
Human Flamethrower, or plants become 
frostbitten from Ice Lass' Cold Cone. 

Sinker; The week s work will not be all fun 
and games, as Fred doesn't realize some of 
his lackeys actually work for his chief com- 
p)etitor, Z. Zane ^zer. One of these lack¬ 
eys, Oliver Rockson, has told Zane of Fred's 
plans. Zane gave Oliver a bonus and told 
him to take a couple weeks' vacation. Oliver 
is now packed, but his girlfriend cannot 
decide which bathing suits to bring to Tahiti, 
among other major decisions, and Oliver will 
be stuck in town for the first four days of the 
heroes' seven days of work. 

Zane has decided to let Fred “decide” to 
get out of the movie business once and for 
all Zane has contacted a mercenary referral 
service to hire some supervillains willing to 
do almost anything for money. These oppo¬ 
nents should be selected from the GM's fold¬ 
er section of nonlethal, very destructive, very 
mobile, supervillains. Their goal will be to 
cause as much property damage to Fred's 
movie sets as possible not only targeting 
the sets themselves, but luring the heroes to 
attack while the villains stay ready to do eva¬ 
sive maneuvers, thus letting the heroes' own 
powers damage Fred's sets. 
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Hook, Line & Sinker™ 


The villains should make their entrance 
while the heroes are doing a scene, prefer¬ 
ably involving a well-known fire-breathing 
mutated dinosaur stomping on Tokyo while 
a hero, in full costume, is shown as the giant 
“good guy'' opponent of the monster. TTie 
actor in the monster suit will take a break, 
only to be knocked out and replaced by a 
supervillain who will give a real surprise to 
the hero when the scene resumes, just as the 
rest of the villains enter. Remember, the vil¬ 
lains' goal is to cause damage and escape, 
not beat the heroes into the ground unless 
there is no other choice. (The villains aren't 
being paid enough to take the pain required 
to put the heroes down.) 

Wayne Wallace 

AU*s Well That Ends WeU 

Ho<^: The party is traveling through a new 
town or village when they come upon a well. 
Above the well is a sign that reads “One 
Wish for One Gold". 

Line: If the party asks the townsfolk about 
the well they will get different answers 
according to whom they talk to. If they talk 
to the adults, they will be told that the well is 
a hoax and does not work. If the party asks 
the children, they will be told that the well 
does work. 

Sinker: Greed, being one of the prime 
motivations in an adventurer's life, will even¬ 
tually overcome one of the players. If they 
throw a single gold piece into the well a 
small man will appear, standing on top of 
the well, and ask what it is the player wishes. 
The wish will be granted via a highly inter¬ 
preted Hmited wish spell They will get what 
they want either in an indirect fashion or for 
a limited time period. 

If the party member throws in anything 
other than a single gold piece, the same man 
will appear standing beside the well and ask 
the same question. He will then grant the 
exact opposite of what the player wished 
for. 

The well will only work once for each 
person and only the one who threw in the 
coin can see the little man. This is why the 
children say the well works and the parents 
say it does not. 

The children have used the well recently 
and it sticks out in their mind as granting 
what it is they wished for. The parents have 
also used the well, early in their lives, and 
many have tried to use it since then without 
success. Bitter, the parents no longer believe 
the well works at all. 

Ham it up with the different people that 
the players ask. The children will proudly 
show pieces of candy and toys that the well 
gave them. The parents will be surly and curt 
in speaking with the players about the well 

Mitchell Michaelson 


The Flies 

Hook: The characters hear recurring rumors 
of a hideous doom prophesied to ravage a 
prosperous port town and SOON. 

Line: Records reaching back many years, 
since the time tl^t the town was a tiny vil¬ 
lage, indicate that some unnamed disaster 
strikes about every 350 years, driving away 
or wiping out every human dweller. The 
records are unfortunately sketchy, incom¬ 
plete and apocryphalThe mayor denies that 
any disaster is imminent, but a group of 
wealthy (and superstitious) citizens is offering 
a reward to any person(s) who can deter or 
mitigate the impending destruction. 

Characters might decide to intervene out 
of altruism, skepticism or just plain greed. 
Sinker: While the militia has been placed 
on alert, the priests have been holding 
prayer vigils and the citizens have been 
preparing for the dam to break, no one has 
noticed the flies. River insects often incubate 
for years before springing forth for one brief 
frenzy of eating, mating, and egg laying. 
These cycles of hatching can vary from 
seven to sixty years. This year, eight differ¬ 
ent species of flies all hatch in the same 
year, a conjunction that only happens every 
347 years. 

There arc big stinging flies and small, 
grain eating flies and crawling beetles that 
get into eveiything. There are far, FAR too 
many bugs for the amount of food in the 
region. Fighting these vermin is futile; there 
are at least eighty pounds of insects for 
every man, woman and child in the town. 

Killing them isn't hard, but there are 
always more to take their place, Extermina¬ 
tion can be hazardous, as well; not so much 
from the stings, but from the danger of suf¬ 
focating from the live, wriggling bodies. 
Truly stupendous feats of magic might 
destroy the insects but anything that could 
kill the bugs would probably raze the town as 
well The rood in the town will be consumed 
or spoiled within a week, and the townsfolk 
will quickly panic at the unstoppable plague 
of flies. 

Can the characters somehow divert the 
flies or seclude the town from them? Failing 
that, can they prevent hysteria in the people 
at large? Failing THAT, can th^ arrange an 
orderly evacuation? Note that if the players 
DO find some way of eliminating the bulk of 
the flies, it could readily have unanticipated 
effects on the environment. 

Brian Peters 

The Witch on the Hill 

Hook: The characters, passing through a 
small rural village, hear rumors about a witch 
who lives on the hill and threatens the village 
with her captive demon, 
line: If asked, the villagers will tell the char¬ 
acters that the witch captured the demon 
years ago, and has killed a dozen brave vil¬ 
lage men with it since then. Furthermore, 
this witch then demanded that the villagers 


build her a house and keep her provisioned, 
a task that strikes fear into the heart of 
everyone in the settlement. 

As night falls, the characters may hear an 
eerie, ghostly piping on the wind. The vil¬ 
lagers will shudder in fear, telling the charac¬ 
ters that the witch keeps the spirit in thrall 
with her flute. 

Sinker: When confronted, the '“witch” turns 
out to be almost startlingly ordinary, and will 
have a much different view of things than 
the characters have heard so far. 

The "witch” (whose name is Layla) was 
raised in the village, the orphaned child of a 
traveling merchant. Since she was foreign 
and fatherless, she was continually scorned, 
mocked and abused by the villagers, taking 
solace only in the music of the pipe her 
father taught her to play. 

One night, her piping roused a spirit so 
long dead, so choked on its own rage and 
misery that it was barely self-aware anymore. 
Her music soothed it, and the two outcasts 
became friends in an unfriendly world. 

The spirit is still in mindless torment, a 
torture eas^ only by her playing. This ghost 
is hungry and angry and very powerful, and 
will attack anyone who threatens Layla. 
Layla herself is quite normal, though an 
unusually skilled piper. Her person, pipe and 
home are all as non-arcane as ditchwater. 

If asked about the men who died, she will 
admit to only three. 

Her voice will harden when speaking of 
them, and she will only say that "they 
deserved it." If pressed, she will say that they 
“misused me, against my will” but will give 
no further details. The villagers are genuinely 
afraid; Layla's revenge is always at their 
doorstep, and she's been increasing her 
demands upon them. 

Layla herself is not very happy either; 
fear is a poor substitute for love, and the 
company of a mad old ghost is quite poor. 
The spirit itself is in torment, and has been 
mad with agony for ages. 

If the spirit is dispelled, the villagers wiD 
tear Layla to pieces. If Layla stays in place, 
she'll become more and more t^annical. If 
Layla dies, the spirit will be so wroth that it 
will destroy every man, woman and child in 
the village. Both sides are unwilling to nego¬ 
tiate, but the characters might be in a posi¬ 
tion to serve as a go-between. 

Brian Peters 

□ 

WE WANT 
YOUR HOOK, 

LINE AND 
SINKER 
SCENARIOSfl 
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Each player manages a 
.STARSHIP, "staffing IT WITH 

OFFICERS AND EOVimENT .TO 
EXPLORE STRANGE NEW 
WORLDS, AND TO BOLDLY GO 
WHERE NO CABO GAME HAS 
•GONE before! 
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All Collectable Card Games are In short supply, due to the explosion of 
interest in this exciting new genre! Please call to check on product 
availability before ordering. RPGI does not sell any out of print cards, 
so you cannot order Arabian Nights, Antiquities, Legends or The Dark 
through RPGI. If you have any questions about the cards or the games 
themselves, please contact the publishers directly. 
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An Artist’s Showcase 


Featured Artist: 

George Vrbanic 


A S with many fantasy science 
fiction artists, George Vrbanic's 
interest was first sparked at an 
early age by comic books (he had over 
8,000 by the time he stopped 
collecting). After attending art school 
and making several attempts to enter 
the art field, he became discouraged and 
lost himself in “normaT’ forms of 
employment and local freelance 
commerical art (logos and a few 
educational book covers). 

After being encouraged by friends 
and family, and after being introduced to 
role-playing games in the late 80's, 
George began doing sketches of player 
characters at conventions. This led to 
the creation of his company, Infinite 
Images, which supplies the same 
service by mail. 

George has the distinction of being 
the only artist to have work appear in 
every single issue of SHADIS. He also 
has created more SHADIS covers than 
any other single artist (Seven in all!!). 

While he proudly accepts credit for 
creating the Gameweaver, he must also 
bear responsibility for Shad. The two 
mascots were George's idea and have 
been with the SHADIS family since 
issue#9. George keeps promising to do 
a Gameweaver/Shad comic book - 
hopefully he'll get around to doing it 
between his many other projects. 

George's work has also appeared in 
products from Last Unicorn Games, 
GoidTree Enterprises and covers for 
Polyhedron”" magazine. He also 
worked on the conceptual drawings for 
PaUadium Books' upcoming release, 
Rifts Undersea™ 

Companies interested in George 
Vrbanic's work can contact him at: 
Infinite Images, P.O. Box 528, New 
Alexandria, PA 15670. □ 




THIS WOUU? BE A MOST 
OPPOCTUNE TIME, TO 
RENEGOTIATE OUR CONTRACT. 




SNIFF, rw so PROUO. 
HE’S AUAOST LIKE A 
FATHEK TO ME. 


The 

Alderac 


’•mute Haus'Far from the 
Anthology (Shadis thru 8) 
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Jake “Dredger” Wiles 

Occupation: Repo Man 
Skills: Stealth, Gambling, Hectronics 
Motivation: Adventure and Money 
Weaknesses: Challenges and Dares 

Dredger is the last of a dying breed. He 
prides himself on the fact that he relies 
more on his own strengths and abilities 
than high tech weaponry and enhance¬ 
ments. 

Dredger is a repo man of great fame, 
specializing in hunting down and retrieving 
stolen starships. His job often takes him to 
the seedier starports and backwater 
colonies. 

Dredger began his career in the Star 
Guard where he served with distinction. 
When his enlistment expired he bounced 
around between various colonies and star- 
ports, Eventually he fell in with a group of 
skilled criminals who specialized in hijacking 
starships and selling them across the border 
regions. 

The group had managed to steal over a 
dozen ships when they were caught in the 
act. Dredger served three years in a penal 
colony. After his release, he decided to use 
his acquired knowledge and skills to line his 
pockets. His track record for seeking out 
and retrieving stolen ships is so great that a 
contract has been placed on his life.Q 

Jolly R. Blackburn 


Travis Marshall 

Occupation: Bounty Hunter 
Skills: Tracking, Starship Piloting 
Motivation: Rendering justice 
Weaknesses: Children, alcohol 

Travis met Dredger in prison where he 
was serving time for striking a superior offi¬ 
cer. He had gone berserk after witnessing 
the execution of several accused 'spies' by 
his unit commander. Several of the accused 
were little more than children. 

During the scuffle with his commander, 
part of Travis' face was obliterated by a 
laserbiast. Prison officials denied him cor¬ 
rective surgery causing his wounds to heal 
in a jagged mass of scars. 

While in prison, Travis entertained 
thoughts of regaining his freedom and 
seeking revenge on his former commander. 

Dredger and Travis have been insepara¬ 
ble for the past five years and make a very 
effective team. Travis tends to carry the 
heavy weaponry and equipment to com¬ 
pensate for Dredger's reluctance to proper¬ 
ly prepare for a mission. 

Travis is an excellent pilot, able to push 
a starship to the extent of its limits. His 
one weakness is his habit of overindulging 
in alcohol. Although Dredger complains, 
Travis frequently has to be dragged back to 
the ship from the local taverns, □ 

John Zinser 


Trae’Kir Noelian 

Occupation: Troubleshooter 
Skills: Computer, Electronics, Ship Sys. 
Motivation; Completing the job. 
Weaknesses: High-tech gadgets. 

Trae'Kir is a member of a highly intelli¬ 
gent race. She is the first of her kind to be 
given a command of a starship in the Star 
Guard. Her command, however, is a token 
one, since she's the only crewmember on 
board. Her ship, the Star of Jidral is a spe¬ 
cialized tender ship tasked with repairing 
and deploying data-buoys and satellites. The 
ship is fully automated with the exception of 
Trae'Kir and two tender robots, Kazee (KZ) 
and Geefive (G5), 

Trae'Kir takes her job very seriously and 
is extremely dedicated. Four years after her 
mission into deep space began, Star 
Guard's corp computer accidentally dumped 
her ship's records from memory. As a result 
the mega-organization has forgotten about 
her and has no record of her mission. 

Trae'Kir is so devoted to her duties and 
so reluctant to question authority, that she 
has continued on her original mission 
(which had no specific termination date). 
She will continue servicing data-buoys and 
probes in deep space until ordered back to 
base, □ 

Jolly R. Blackburn 
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Kym Win Far 

Occupation: Security Specialist 
Skills: Thievery, Hand*tO“Hand, Knives 
Motivation: Staying alive 
Weaknesses; Anti-social 

Kym is a mysterious figure. Her 
records reveal that she was among a 
group of orphans retrieved horn a failed 
star colony. For seven years after her res¬ 
cue she never uttered a word and pre¬ 
ferred to be alone. 

For a short v^ile, it seemed as though 
Kym was emerging from her shell. She 
met a young starfighter, fell in love and 
began to blossom. When news of her 
lover's death reached her - she disap¬ 
peared. Months later she eniisted in the 
Star Guard and repjeatedly requested com¬ 
bat assignments. She was finally dis¬ 
charged from the service for 'failure to 
adapt’, 

Kym resorted to petty theft for a period 
of time until she met Trill and accepted a 
job to be his Security Spjecialist and body¬ 
guard. 

Kym likes her work because Trill keeps 
his distance and allows her to do her job 
without inteference. She spends her spare 
time working out and roaming Trill’s enor¬ 
mous estate-ship. □ 

B,A, Felton 


Martin Trill 

Occupation; Merchant, Arms Dealer 
SkiUs Thievery, Forgery, 

Motivation: Money 
Weaknesses; Gems, Women 

Martin Trill is known as ''The Gun'’ He 
owns a small freighter called the “Stutter¬ 
ing Lucy” and uses it to sell illegal arms 
from starbase to starbase. 

He uses all the money from his illegal 
deals to finance a failing mining operation. 
He owns 7 mines and is always looking to 
increase his holdings - hoping to strike it 
rich one day. 

Trill has a strong weakness for women. 
He spends huge sums of money on escorts 
always showing them off to the people he 
does business with. There is a popular 
rumor that Trill is involved in the slave- 
trade and is building a harem. 

He lost an eye in a bar fight and now 
wears a wide variety of gemstone eye¬ 
pieces. They always match his outfits and 
are reported to have special abilities. 

Trill’s personal bodyguard is Kym. He 
once told a business acquaintance that he 
hired Kym on the spot, when she spumed 
his advances and threatened to cut his 
throat. “If I can't strike fear in her heart - 
then nobody can! ”□ 

John Zinser 


Sheri* Banakar 

Occupation: Assassin/Spy 
SkiUs; Stealth, Disguise, Seduction 
Motivation: Duty to Country 
Weaknesses; Fear of being alone 

Sheri* is a woman of amazing beauty. 
She uses her powers of seduction to gamer 
secrets and technology for her country, 
Sheri' is from a small political entity tl^t 
has just recently acquired the ability of 
interstdlar travel. 

The nation has managed to escape the 
attention of the larger star empires so far 
and has been taking steps to keep its loca¬ 
tion and existence secret. 

Sheri’ was sent abroad to gather infor¬ 
mation and new technologies that would 
enable her country to protect itself and 
fend off future invaders. 

She longs to return home but because 
she has been so successful in completing 
her missions * she is always immediately 
reassigned. Recently, Sheri's cover was 
blown. As a result she was forced to kill 
several people during her escape. 

She managed to retrieve her stash of 
stolen datachips and blueprints and is now 
desperately trying to find passage to her 
home world. Dredger and Travis are cur¬ 
rently on her trail and have just narrowly 
missed her on several occasions.^ 

Jolly Blackburn 
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Taka Doom 

Type: Bartender 
Skills: Fast talk, Streetwise, Lore 
Motivation; Keeping the peace in his bar 
Weaknesses: Quick to anger 

Taka Doom is a Grizharker, from a war¬ 
rior race often regarded as slow^thinking but 
incredibly strong. He was stolen as a child 
from his father's star freighter by slavers. He 
was raised to be an arena fighter and was 
sold a dozen times during his career as he 
fought in arena bouts across the galaxy. 

When the Empire outlawed arena fight¬ 
ing seven years ago, Taka was set free. 
Arena fighters were given lump sum 'reset¬ 
tlement' payments to help them adapt to 
their new freedom. Most ex-slaves soon 
became the targets of various con and scam 
artists who coveted their money. Taka was 
taken advantage of by an unscrupulous busi¬ 
nessman who sold him the Cargo Hoid, a 
run down, failing tavern in a backwater star- 
port. 

Taka has been struggling ever since to 
keep the bar in business. He has managed 
to pay the stiff starport taxes each month 
but there is tittle left for anything else but 

restocking his bar and feeding himself .□ 

Jolly R, Blackburn 


Gargacticus 

Type: Stowaway 

Skills: Hiding, Obfuscation, Pickpocketing 
Motivation: Traveling and Exploring 
Weaknesses: Easily drawn into argu¬ 
ments; overiy verbose 

Gargacticus is an Avinigin, which is to say 
that he comes from the ranks of the most 
esteemed scholars in the galaxy. He had a 
bright future as a writer until he centered his 
talents on a small and esoteric area of writ¬ 
ing, and his dedication left him jobless. 

Gargacticus, in order to feed himself and 
see more of the galaxy, began stowing away 
on space liners, taking odd jobs as a clerk 
and so forth to support himself while he 
looks for a publisher who can appreciate his 
talents, 

Gargacticus' travels have taken him 
around much of the known galaxy. However, 
since legal jobs aren't always available, he 
has taken to pickpocketing from time to 
time. He's only been caught a few times, but 
he happens to have great oratory skills which 
can convince anyone of almost anything (his 
own writings being an exception.), and has 
escaped minor fines and even imprisonment 
with his silver tongue. 

Now he can be found as a clerk, strug¬ 
gling writer, or even a stowaway.,. □ 

Wayne Wallace 


Jakgag 

Type: Businessman 
Skills; Business Sense, Mastermind 
Motivation; Ruling the universe 
Weaknesses: Poor choice of henchmen 
Jakgag is a polypod who has taken a 
keen mind and made millions of credits with 
it. Not only does he run Jakgag, Ltd,, but he 
is a member of a secret cabal that wishes to 
furnish new oligarchies' R&D departments 
on other planets, so that the cabal can take 
the planets over. 

To accomplish this, the cabal has devel¬ 
oped a great union of rotating patrol 
squadrons whose job it is to scout out poten¬ 
tial 'yummy' planets. They find a good one 
about once every month, 

Jakgag is more of a personal force when 
he is looking for a new way to make a profit. 
Occasionally he will be strolling through an 
area and see something that sets off bells in 
his mind, and he'll instantly come up with a 
way to sell it to the average consumer, 

A couple of easy ways to encounter him 
would be if he sees something about a PC (or 
NPC) that he considers salable, or he is in 
disguise while he runs a small booth where 

he is test-marketing a new product idea him¬ 
self. Some of his recent products include 
tradable holo cubes and poker chips, □ 

Wayne Wallace 
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Legions of Steel is a fast paced miniatures board game. Attempt to save humanity and the League of 
Aliens from a siege of nightmarish machines. Piay an elite group of commandos in powered armour on 
a mission to destroy their enemy. Meanwhile, your opponent manoeuvres his horde of mechanical 
minions, intent on eliminating alt living beings. 


LOS Basic Set 
LOS Advanced Rules 


Look for the following fine products and more at your nearest game store: 

LOS Non Miniature Version LOS Scenario Pack 

LOS Template packs LOS Miniature Blister Packs 


NEW AND UPCOMING RELEASES 




LOS Alien Sourcebook 


LOS Tabletop Preview 


more Blister Packslil 


"Visually, this same screams 'Play Mel'" 

"It leeks like Tcrmlnater, plays like the WARHAMMER 40 K same, 
and feels like a cross between Allens and Rili Metal Jacket." 

_ -Dragon Magazine five star nview, July 1993 



GLOBALGAMES 

136 Geary Ave., Unit 215 A 
Toronto, Ontario 
M6H 4H1 Canada 

Phone: (418)516-9118 
Fax: (416) 516-4690 






















































Learn the secrets of the wyrmships and the tech- 
nomancy that powers them to put an edge on any 
role-playing game ... 


Defiance Battlecruiser 

620m 


You get 144 pages of 


weapons, 


power 


a 





sources, propulsion 
systems, avionic 
gear, flight controi 
equipment, 
defensive 
apparatus and 
more ... aii written 
in reai world terms for easy incor¬ 
poration into any game system ... 


"Our round impacted against our victim’s dark, unprotected, alloy 
hull. The assault ship's reactor must have absorbed a nasty feed¬ 
back pulse. It detonated. That blast sent the readings right off 
the scale. We were within 12 kilometers, and the blast washed 
over the hull with all the force of a celestial hurricane. A 
violent crunch and chaos followed .,." 


Nightstalker Destroyer 

183m 


"We knew the zombies was gonna attack. We was wait¬ 
ing for them. We seen them bring in their air power first. 
Not our problem. We could have teleported aboard their 
ships. The crews never would have known what hit them; 
but orders said wait on the calliopes. Then the real fun 
began..." 


True source material for players who 
want to smell the smoke and feel 
the heat.. 


" We Vortex drivers cut the leading edge on the 
modem battlefield. We fly faster and turn harder 

than any other pilots on the field. We’re 
tasked to the limit. Whether we ’re rak¬ 
ing ground troops with fire, taking out 
enemy wyrmships, or mixing it up 
in a do^ight, we don’t quit until the 
job gets done. That doesn’t mean 
we'll throw our lives away for 
nothing, but fliers have as 
Black Mantis Gunship much courage as any other 

67m warrior I've met.. 



n 


Tactics, operational guidance and first-hand accounts 
from the front give you a feel for the equipment and its 
destructive potentiai... 


A 

Vortex Fighter 
11 m 


" We call them Stormbringers, and no one of us 
who met the first ever wants to see another..." 


Don Y Go Into Battle Without It. 


Ask for The WTM (Stock 
#26640) at your favorite hobby 
store, or send $16.95 plus 

$3.00 postage & handling 

(check/money order)to Storm 


MEMBER OF 



THEGAME 
MANUFACTURER S 
ASSOCIATION 

© 1994 Storm Press 
All Rights Reserved. 




STORn 

P.O. Box 266 

Arl. Hts., IL 60006-0266 USA 
phone/fax708-394*0269 

e-mail: StormPrss@aol.com 
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Each issue Close Encounters of the 
Random Kind (CERK) features random 
encounter/event tables which the Game 
Master can simply drop into his current cam^ 
paign* 1 will try to cover various genres of 
gaming and keep the information generic 
enough to be used with any system. Readers 
are encouraged to contribute to this column 
or suggest ideas and topics for future tables* 


CERK Table 2: 

Starbase Star Port IdlOO 

By Jolly R, Blackburn & B*A* Felton 


01 __. „„Starship being boarded by Base Security 

02...,.*,„Mechanic removing access panel. 

03>..*,....Quarantined Alien ship. 

04.*..***Mysterious man selling information chip. 

05....Two Starship Captains arguing 

06 ..Starship under heavy guard. 

07 ..**..*S(ow-away Alien emerging frcMn hiding place. 

08 ...Starbase Guard searching cargo pods. 

09 ..**,Bar fight spills out onto the street/passageway. 

10 ..Group of tighter pilots heading for the bar. 

11 ..Legendary fighter jockey loading his ship, 

12 ....Maintenance Robot running ameJi. 

13 .**„.**,.**,..**,.*.AJann/Siren blaring in the distance. 

14 ...Starbase Guard chasing a smuggler. 

15 ....Drifter selling forged travel papers. 

16 ......Ship on tire in docking bay. 

17. ..Deaf-mute alien talkirvg with hand-gestures. 

IS............Exotic beast escapes its travel pod. 

19.....Mechanic examining laser damage on ship. 

21...Guntight between guards and pirates in bay. 

22.. .....Merchant searching for his crew. 

23.Bomb Squad searching corridors and bays. 

■ 

24.. ......Wounded guard lying behind shipping crates. 

25.. ..Group of dock workers (ld8) looking for a fight. 


26 ...Alien aew members, apparently lost. 

27 ..Vendor selling exotic plants and animals. 

28 ....Father sayii^ goodbye to his children. 

29 ..Obsolete Starship for sale at bargain price. 

30 .........Base Commander conducting an inspection. 

31 .Mysterious woman taking pkrtures of ships. 

32 ......... Alien haggling over the price of parts . 

33 ..........Prostitute. 

34 ...Two star pilots exchanging war stories. 

35 .....Bounty hunters dosing in on their target. 

36 .....Quarantined Ship. 

37 ..Allen Ambassador preparing to leave. 

38 .................Fugitive looking for passage cm a ship. 

39 .....Group of dnink star pilots. 

40 ........Beggar. 

41 .....Group of crew members gambling. 

42.. ......... Frightened woman running through crowd, 

43 ..Security guards scanning a ship's hull, 

44 ....Grour>d crew fitting a ship with heavy weapons. 

45.......Customs official checking travel papers, 

46.. ...Expert gunner looking for work, 

b 

47 ...Woman looking fcff her husband. 

48 .....Mysterious tigure selling access codes. 

49 .Alien painting mystic symbols on ship’s hull. 

50 ..Priest blessing group of departing soldiers. 

51 ....Vendor selling war contrabaiKl. 

52 ...................... .Two vendors haggling over a deal. 

53 ......Stow-away sneaking on board a ship, 

54 .Soldiers (ld4) crowded around a bulletin board. 

55 .....Two soldiers carrying an ammo bin. 

56 .......Aliens (ld6) holding a ceremony. 

57 ........Bounty hiaiters checking airriva! log. 

58 ......Dock guard chasing away on4ookers. 

59.. ..........Beautitid woman waiting for someone. 

60..Work aew installing new equipment. 

61.. .......Base polioe officer serving a warrant, 

62 ...Convicted felons being transferred to shuttle, 

63 ..Wounded soldiers being off loaded from starship. 

64 .Foreign dignitary being escorted to his ship. 


65.. .Hi^ -tech machinery sitting on dock unguarded. 

66 ____.....Starship preparing to debark. 

67 ...Con artists running a parts scam. 

68.. ........Fdot interviewing a new crew member. 

69.. .Tram hauling engine parts from warehouse. 
70-Tender-bots rewiring a ship. 

71.. ........Drifter selling starcharts. 

72 ......Salvage workers dismantling a starship, 

73 ...Comp-tech looking for work (forged aedentials), 

74 ...Artist painting portraits, 

75.. ........Scream coming from cargo hold on ship. 

76.....Elderly man in a wheelchair. 

. ...Verdor selling artifacts. 

78 .......Pidipocket studying the aowd. 

79 .......Group of aliens purchasing ship. 

80 ........Star pilot cleaning his sideann. 

81 .Crowded bar with patrons waiting in line to enter. 

82.. .......Explosion from ship's cargo bay. 

83...Foreign dignitary arguing with his attache. 

84.. .......5.holar looking for passage to dig site. 

85 Bounty hunter checking ship registration numbers. 

86 .......Mortician loading body bags on ship. 

87 ..Experienced Navigator looldng for work. 

88 .Group of children playing on a scrap heap. 

89 ...Group of mechanics (ld8} talking shop. 

90 _...Bay commander on a stroll, 

91 .Maintenance aew welding a portal shut. 

92.. .Work crew removing access panel from corridor. 

93 ....Drifter selling drugs, 

94 ..Emergency vehicle racing down corridor. 

95 ........Quarantined ship: deadly vims. 

96 ..Shopkeeper dosing up his shop early , 

97 ..Soldiers betting on two dueling robots, 

98 .Strange green fiuid leaking from a cargo tube. 

99.. ....Two soldiers talking in private. 

100...Expert star pilot looking for work. 
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FALLEN EMPIRES 


REVISED BOOSTERS 
1 box (Tb packs) 

S75.()() 


SPELLFIRE 
1 box ((> decks) 

$46.00 

1 box (T6 boosters) 

$77.00 












































































A Closer Look at the 
Small Press World 


By Jolly R. Blackburn 


W elcome back! The Zine Scene has 

been my pet project over the 
years (previously it was known as 
“Other Rags"). It's been the one column 
Tve jealously guarded. I love small press 
and [ tend to like the people involved with 
it* Heading up the Zine Scene was one of 
the ways I Ve been able to keep in tune 
with the grass roots movement so impor¬ 
tant to the gaming community. 

Sadly, success has a price* As SHADIS 
has grown so has my workload. The time 
has come to turn the reins over to some¬ 
one else’s capable hands. 

Beginning with next issue, Mitchell 
Michaelson will be trying his hand at the 
helm. Mitchell publishes the small press 
gaming magazine, Morningstar Rising 
and has been doing a great job. I selected 
Mitchell for the position of SmoiJ Press 
Editor because of his background and 
because he obviously shares my passion 
for small press publications. 

Publishers and editors of small press 
publications of interest to gamers can help 
Mitchell settle into his new job by letting 
him know you exist. Mitchell can be 
reached on America Online under the 
screen name “MournStar” or in care of 
SHADIS Magazine. 

In the meantime, I hope all of you 
enjoy your exploration of the small press 

world* 

— Jolly R. Blackburn 
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Collectible Games Monthly 

Publisher: J*T. Austin 
Editor: Barry Osser 
Frequency: Monthly 
Sample Copy: $2*50 

1 stumbled upon issue number four of this 
magazine at GENCON* One of the things I 
love about small press is the fact that pub¬ 
lishers have the freedom to part from the 
pack and tread new ground. 

CGM caters to the ‘collector’ that lurks in 
the heart of every gamer* Ever wonder how 
much that old game supplement is worth 
you’ve been keeping under glass? What 
about this recent craze with the collectible 
cards? Tempted to buy rare a few rare cards 
to put away for a rainy day, but afraid ycxill 
get burned? CGM may be your answer. 

The magazine is new and seems appears 
to still be feeling out its coverage* The issue I 
have had some very thought provoking arti¬ 
cles on Magic: The Gathering cards along 
with some speculation on which cards will be 
hot and which ones to avoid. The heart of 
the magazine is a price guide for MTG cards 
as well as Spe///fre cards* 

This isn’t just a card mag, however* 
There are also articles on RPG games and 
their potential value (The author predicts 
Star Wars game^ supplements will be 
extremely collectible), 

You can get a sample copy of Coi- 
lecllble Games Monthly by sending 
money to CGM, P.O* Box 889, Mowery 
Ave #105, Dept J2, Fremont, CA 
94536* Tell them Shadis sent you* 



The Galleon 

Publisher: Brave New World 
Editor: Jeff Knoedler 
Frequency: Bi-monthly 
Sample Copy: $5.00 

Tve always maintained that if you want 
to know what's going on in the gaming 
industry - you have to read and follow the 
small press* If the big companies are 
dropping the ball or not giving gamers 
what they want, the first indications will 
crop up in a new zine* 

There’s been a rash of magazines pop¬ 
ping up over the last year focusing on 
world-building and campaign develop¬ 
ment* 

World building is a central theme of 
The Galleon and it attempts to create a 
forum where GMs and players can share 
ideas and techniques* The first issue had 
articles on developing religions, guilds, 
the women of King Arthur legend, and a 
historical piece on merchants and trade. 

The Galleon sports a impressive full 
color cover on gloss stock. It’s a full sized 
mag of thirty-two pages. Layout and pro* 
duction qualities are above par as well* 

There was also an adventure and some 
discussion by the editor on world con¬ 
struction and organization. 

You can get a copy by sending $5.00 
to Brave New World, 4280 Stage Coach 
Trail, Rockford, IL 61101-6131* 
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The Adult Gamer (TAG) 

Publisher: Lost Coast Publishing 
Editor: Alesia Chamness 
Frequency: Monthly 
Sample Copy: $3.00 

"It's not what you think!” That seemed 
to be the catch phrase in the office as this 
rine made the rounds, TAG is a twenty- 
page zine with a twist. As the name 
implies, the target audience is the older, 
mature gamer. 

No, this doesn't mean the magazine is 
packed wHth erotic fiction and cheesecake 
illustrations. There is nothing porno¬ 
graphic or erotic to be found here. What 
you will find are thought provoking arti¬ 
cles aimed at older gamers. 

The issue I received had a very thought 
provoking article on Gender Wars and 
role-playing which discusses the clash of 
the sexes through the ages and how the 
battle is often brought to the gaming 
table. There was also an article on the 
physics of the Fire Ball and an editorial 
piece on morality and gaming. 

The real gem for me was a surprisingly 
in-depth article on sailing ships that I 
would have loved to had gotten my hands 
on for SHADIS (grumble, grumble). 

You can get a copy of TAG by sending 

$3,00 to TAG, P.O. Box 2074, Trinidad, 
CA 95570*2074. 



Camelot *94 

Publisher: Phillip J. Reed, Jr. 

Editor: Phillip J, Reed, Jr. 
Frequency: Monthly 
Sample Copy: $2.00 

This zine is on its sixth issue and just 
hitting its stride. The editor's love of gam¬ 
ing is evident throughout this digest-sized, 
44 page publication. 

Issues typically cover a wide variety of 
systems and topics. For example, issue six 
contained: a treasure table for Gamma 
World, an overview of the Sun and Storm 
line, product reviews, new equipment for 
Shadowrun and Cyberpunk, a Rifts 
adventure, a GURPS Supers adventure, a 
Car Wars road atlas entry and a Villains 
and Vigilantes team. Whew! 

As you can see, the magazine covers a 
lot of ground, considerably ambitious con¬ 
sidering the monthly schedule. 

Art is a sparse, forgivable in the world 
of small press, and the editor often steps 
in as cover artist. 

Camelot'94 is the type of zine that 
could easily make the transition to a larg* 
er circulation with enough exposure and 
direction. I wish Phillip the best of luck. 

If you are interested in getting a copy 
send $2,00 to Camelot*94, 319 W. 
Grand, Perryville, MO 63775. 



Gaming & Education 

Publisher: David Millians 
Editor: David Millians 
Frequency: Monthly 
Sample Issue: ?? 

This new publication got me very excit¬ 
ed because it promotes role-playing in a 
very positive way with a specific focus. 
Role-playing games have enormous poten¬ 
tial as learning-tools. Unfortunately, the 
bad-press and unfounded rumors that have 
been associated with RPGs has prevented 
the games from entering the classroom. Or 
so I thought. 

Edited by David Millians, a fifth/sixth 
grade teacher in Atlanta, the newsletter is 
devoted to the discussion of interactive 
gaming as a tool for education. The zine is 
only six pages but its always a good, infor¬ 
mative read. 

Issue 3, for example, contained an 
overview on how Mr. Millians has been 
teaching history to his students through the 
use of role-playing games recreating the 
atmosphere of New Yorit City on the eve 
of World War I and having students driven 
from their land during the Great Depres¬ 
sion. 

Numerous teachers and educators 
appear to be actively involved in the zine 
and the discussions. With all the bad press 
RPGs have been getting over the years, it's 
nice to see the positive aspects being 
explored arxi pushed 

To get a copy write to Paideia School, 
1509 Ponce de Leon Ave. Atlanta, GA 
30307. □ 
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W ow! This has been a busy 
summer for a lot of folks, 
myself included. Between 
Origins, finishing books, fanzines and 
this column, I'm ready for a break. 
Luckily my vacation covers GenCon, 
so I’ll be there with a big happy face! 
More on GenCon next issue. 

Familiar Artist Passes Away 

Th is issue's column starts on a 
somber note^ Will Wedge, illustrator 
for the upcoming gaming magazine, 
The Familiar, passed away in early 
July. "Will was a young man who was 
not only about to break into the RPG 
illustration field,” said Familiar staffer 
Roger Carden, "but was also working 
on a cooperative publishing deal for 
his comic book. Will, you will be 
missed.” To Will's family and friends, 
my sincere condolences, as well as 
from the entire SHADIS staff* 

The Real Story 

At the beginning of 1994, May- 
fair Games he. underwent a substan¬ 
tial structural change. The company, 
which then had four role-playing 
lines, two train game lines, a card 
game line and various other board 
game lines, decided to emphasize all 
of the game lines more evenly. 
Instead of putting out 20 role-playing 
supplements a year, and 6 other 
games each year, they restructured 
the release schedule so that 1994 
would consist of 8 or 9 games, and 
12 role-playing supplements. 

Rather then spreading 12 releases 
over 4 games systems, Mayfair decid¬ 
ed to drop the EXZ™ Heroes license, 
and find a company to produce 
Chill® supplements and sourcebooks 
for them. They were planning on 
maintaining the RoLe-Aids line and 
the Underground™ line* 

An unexpected settlement of a 

three year lawsuit with TSR* brought 


an unfortunate end to the Rolc-Aids 

line. 

About this time the industry 
learned that May/air was dropping 
both DC™ Heroes and Role-Aids 
lines. Misinformation concerning 
exactly which lines were being cut led 
to the belief that all of Mayfair's role- 
playing lines were being discontinued. 
Considering that Mayfair has put out 
two role-playing playing supplements 
this year (Fully Strapped, Always 
Packed™, and Techno™) and has 
four more supplements scheduled 
over the next four months (Ways 
and Means™, The Underground 
Player's Handbook™, Steel 
Deep™, and The Underground 
Player's Companion™), this 
should appear to most people as an 
obvious contradiction. 

Ma^^falr is still supporting Under* 
ground™, and is still in the process 
of licensing out the Chill™ horror 
role-playing game (details have yet to 
be disclosed). 

So both Chill and Underground 
fans will be happy to know that the 
games they enjoy will be available for 
a long time to come* 

Best of ‘94 Deck 

Wizards of the Coast announced 
that they will be issuing a Best of 
'94 set of cards, if will be a white- 
bordered set including cards from all 
of the expansion sets through The 
Dark. The set will be an unlimited 
print run, designed for play rather 
than collecting. WotC also announced 
that the title of the next expansion set 
(after The Dark) will be Fallen 
Empires, tentatively scheduled to 
reach stores around november* 

Eso Si Que Es! 

At/as Games has signed two 
Cyberpunk translation agreements. 
On/fam (of Montigny-les*Metz, 

France) will be translating several 


CP2020 adventures into French, 
including The Arasaka Brain* 
worm. Thicker Than Blood and 
The Osiris Chip* In addition, 
Japan's Vellow Submarine will be 
combining material from both AG 
and H, Ta/sorian Games into a 
Japanese language Cyberpunk line. 

Free Lunch 

Well, we can't help you u^th free 
food, but Hagnaroic Games recently 
released Mill on the Ibras, an 
adventure module for use with their 
Ysgarth RPG mini-rules. One of the 
great things about the mini-module is 
the price; it’s free! All you have to do 
is send a 52 cent SASE to ilagnarok 
Games at: Ragnarok, FOB 140333, 
Austin TX 78714. Add another 23 
cents postage and they'll throw in a 
copy of the Ysgarth mini-rules as 
well. 

Hear Ye, Hear Ye! 

Auofon Hr/f is currently seeking 
freelancers to write new worlds using 
a revised set of RuneQuest rules, 
which are currently being developed. 
"A good world could easily get pub¬ 
lished,” according to AH rep Joseph 
Scott, "and if it worked out well, get 
supported by additional product." 
The folks at the Hill are still working 
out new submission guidelines, but 
interested parties are asked to send 
Joseph a letter, ''of about two 
pages,” detailing your plan. Send it 
to: Avalon Hik Game Co., 4517 Har¬ 
ford Road, Baltimore MD 21214. 

West End Games is always look¬ 
ing for new artists* Send submissions 
to Art Director Stephen Crane, West 
End Games, RR3 Box 2345, Hones- 
dale PA 18431. Tell 'em Shad sent 
you. 

Heading Underground 
Again? 


According to Doug Tabb, the man 
in the know at Mayfair Games, 
Underground RPG creator Ray 
Winninger has expressed interest in 
putting together a large World of 
Underground sourcebook* Who bet¬ 
ter to write it than the big “Winn'* 
himself? 

Delays... 

White Wolf, publishers of the 
original Mage RPG, and Steue Jack‘ 
son Games have experienced cre¬ 
ative differences involving the license, 

GURPS Mage. 

White Wolf declined to approve 
the final manuscript resulting in a dis¬ 
pute over the interpretation of the 
licensing agreement which has spilled 
over to the Internet* 

According to SJ Games, no 
release date for GURPS Mage will 
be given until the final product is 
approved by White Wolf. 

Indefinite Delays*.. 

According to Chris McCubbln, 
Sfeue Jackson Gomes writer and 
AOL online rep, Hot Lead is off the 
schedule for now and SJ Gaines has 
no idea when it will be back on. “In 
other words,” Chris said, "don't give 
up hope... but don't hold your 
breath,” 

Dark Lords of the SHh 
Sourcebook? Don't expect it any¬ 
time soon, according to Ed Stark at 
West End Games. "We would like 
to," said Ed, “but since we publish 
'official' Star Wars material and 
Dork Horse and Bantam have more 
free reign in publishing ^unoffidal' 
material, we probably won't have 
these supplements for a while.” 

Likewise for the Jedi Source* 
book, says Greg Farshtey. ''Lucas- 
Film imposed very tight restrictions 
on what we could do with the Jedi 
book, to the point where there wasn’t 
much sense in doing one right now. 
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Bits n' Pieces 


The feeling at LFL was that we 
should wait until the new movies 
come out and they have a better idea 
of what George [Lucas] wants to do 

with the Jcdi/' 

FASA has no plans to revive 
Succession Wars anytime soon* 
according to BattleTecli developer 
Bryan Nystul, although it remains a 
possibility for down the road * way 
down the road. 

And Just Plain Dead. 

Wizards of the Coast is cleaning 
house this year. Several product lines 
are being discontinued including Ta!- 
Islanta* for which the last product in 
the line will be Sub-Men Rising. 
Also slated for the chopping block is 
the The Primal Order (though the 
core book will remain in print), and 
In ter stellar Elite, which they are 
letting go out of print. 

[Talislanta fans need not lose 
hope, however. Daedofus Games, 
producers of NEXUS: The Infinite 
City, have picked up the rights, and 
will be producing new stuff. Robin 
Laws , writer of Sub-Men Rising^ 
has the job for the 4th edition of the 
TaUsIanta rules. Net-surfers may go 
to Ta/fsfonta-L@u?izordsHCom for 
Talislanta discussion, and chatting 
with Stephen Sechi . Talislanta's 
creator, and Garcia of Daeda/us 
Games (and co-author of Nexus.).] 

Aoahn Hill re confirmed recently 
that Tales From The Floating 
Vagabond is kaputsky. There are no 
plans to publish any more 
Vagabond material. 

The last product for West End 
Games* first edition of Torg will be 
coming out next spring. Watch for a 
second edition, tentatively titled 
Storm Lords, next August. Fans will 
want to know that the Infiniverse 
most likely will end with first edition, 
although WEG is very interested in 
firxlLng someone to continue it. “Basi¬ 
cally,” said Ed Stark, "we would be 
more interested in having someone 
keep Infiniverse going than just letting 
it go away.” 

Future Resunectlons? 

In a statement that would have 
made Herbert West proud, John 
Tynes of Pagan Pubiishing recently 
commented on the status of their 
own card game, Creatures and 
Cultlsts. "We may reprint the cur¬ 
rent edition soon,.., but that isn't real 
likely - too much other stuff to do!” 
Hmm.. that's the second time he*s 
mentioned reviving the game in less 
than a year. Speaking of Herbert 
West, John mentioned that the Her¬ 


bert West card would he scaled back 
or simply taken out of the next print¬ 
ing of Creatures and Cultists, the 
game whose rules John says were 
“created by morons, not for morons." 
Oh, that's If they do a reprint, that is. 
The old game can still be ordered 
directly from Pagan Publishing. 

Fans of the House Books for Bat- 
tleTech will he glad to know that 
FASA is planning on redoing them 
into a new series of books tentatively 
titled the Guides to the Inner 
Sphere (Vol 1, etc.). You fans will 

have quite a wait, however, as the 
books aren’t going to be published 
until 19961 

Open A Tomb 

Pagan Publishing revealed their 
latest project last month, a *zine titled 
The Tomb. The Tomb is available 
by mail order only and cannot be pur¬ 
chased through retailers. For informa¬ 
tion about The Tomb, send a SASE 
to: The Tomb, c/o Pagan Publishir^, 

GEN GONE *94 

Pof/adium fans at this year's Gen 
Con will surely have noticed the com¬ 
pany's conspicuous absence. Before 
those nasty rumors spread any more 
than they may already have, here's 
the straight skinny from Pa/ladium as 
to why they did not attend. I'm 
informed that it is _not_ a boycott of 
TSR, nor does it mean that Pa/fadF 
um is having financial trouble. "In 
fact. Palladium appears to be having 
the best year's sales in the history of 
our company^ 

“The reason Palladium Books 
isn't attending Gen Con is because 
we couldn’t get a good (or large 
enough) booth location, even with 10 
alternate choices. Consequently, a 
disappointed Kevin Siembieda decid¬ 
ed to skip Gen Con this year. A nice, 
but small, location opened up in 
June, but Kevin had already filled his 
schedule with work and two out-of- 
state meetings.'’ The subject of those 
meetings? It seems that Palladium is 
discussing some potential licensing 
deals. 

Also conspicuously absent was 
any abundance of Cthulhu dolls for 
sale at the Pagan Publishing booth. 
“Unfortunately," said that John guy, 
“the lady who makes our dolls is in 
the midst of moving and can't pro¬ 
duce a batch for the convention." 
The dolls can still be ordered from the 
company however. 


Top Secret 

What good Bits & Pieces col¬ 
umn would be complete without a 
few Juicy rumors about the gaming 
indu^ry? My thoughts exactJyl Appar¬ 
ently West End Games is considering 
some secret project which is essential¬ 
ly a new world book for their recent 
MasterBook game ^stem. 

Have you heard that all Lucas- 
Flim licensing deals expire in Etecem- 
ber of 1996? That one was floating 
around cyberspace not long ago. If 
true, it would no doubt open the 
doors for new licensing contracts (i.e., 
more money) due to the release of 
the next Star Wars movie five 
months later. 

Want another bit from from West 
End Games? Watch for P3 next 
year. That's Paranoia 3rd Edition 
for those of you who didn’t know. 

Word is that TSH may be going 
public with its stock next year. This 
would be the first time, to my knowl¬ 
edge, that an RPG publishing compa¬ 
ny was listed on the stock exchange. 
One can only speculate as to the cost 
per share! Ever the optimist, I have 
started saving my loose change. 

Now to squash a similar rumor; 
FASA is a privately held company. 
FASA stock is not for sale. 

While Avalon Hill is no longer 
supporting TF2V, they did mention a 
few upcoming projects. They are ten¬ 
tatively titled ^Idlers of the Red 
Moon, and In Service to the 
Empire. Interestingly, they are the 
first RuneQuest books designed 
from the outset as companion vol¬ 
umes to support each other. So says 
AH. Did [ say RuneQuest? Yup, 
You heard it here. 

Look for GURPS Mecha to go 
into development sometime after 
GURPS Robots is published. 

A World War 2 supplement for 
Twilight: 20(K>? "This is still possi¬ 
ble,” says Loren Wiseman, "but not 
this year." Next year, perhaps? 

A series of Shadowrtiti Corp 
Sourcebooks is being considered 
the folks at FASA. Stay tuned to this 
column for more information,* chum- 
merl Also watch for more Shad- 
owrun video games. FASA is report¬ 
edly in negotiations for “some cool 
stuff." 

BattleTech fans who own a 
computer may be able to enjoy older 

BT books on CD-ROM some time 
down the road, although there are no 
concrete pJans for such a project at 
the moment. 

“There has been talk of a Ca$tle 
Falkenstein Tarot deck," said R, 
Talsorian online rep Mike MacDon¬ 
ald, "but that is just a rumor right 


now." Now that sounds like a reliable 
rumor to me. 

There is still no word on the 
Champions computer game. Vm 
afraid to ask Steve Peterson about it 
any more. He just sits there with this 
blank look on his face, rambling 
about bits, or bytes... We’ll keep you 
posted, however. 

Hero Games is reportedly work¬ 
ing on support products for Horror 
Hero, as well as a new version of 
Fantasy Hero as well as a couple of 
other campaign ideas that “don't fall 
neatly into existing genre classifica¬ 
tions." That's all I could get out of 

them. Really. 

Expect to see some Dark Cham¬ 
pions figures later this year from Sol¬ 
diers and Sujords, as well as Cyber¬ 
punk and Castle Falkenstein minis 
(which should be out by the time you 
read this). You can contact Soldiers & 
Swords at: SSG@aol.com for more 
info. 

The folks at Task Force Games 
are currently in the pre-planning 
stage for Starhre Miniatures. In addi¬ 
tion, 1 hear that they are also talking 
to Paramount about the possibility of 
a Star Fleet Battles computer 
game. However, don't hold your 
breath, as TFG continues to refuse to 
tell the players of SFB the exact legal 
“question" that has prevented such 
an computer project in the past. 

What's In a Name? 

Last issue 1 misspelled the title of 
Marquee Press' latest project, Char¬ 
nel Knowledge. I reported it as 
being '’Camel" Knowledge. 

Luckily they were good natured 
and forgiving, and have called off the 
hordes of Lost Souls that were 
encamped around my house! 

You haven’t gotten your fill of 
gaming industry news yet? Well hang 
on to your hats, folks, because we're 
heading into the Hollywood scene 
now! Join me as 1 guide you through 
Hollywood news that may appeal to 
gamers... 

Battletech; The Movie! 

We reported way back in issue 
twelve that a Battletech movie was 
in the works. No, 1 am not referring 
to the new animated series for televi¬ 
sion by Saban due to premier this 
month (1 saw the computer animation 
shots at Origins and they look fantas¬ 
tic!). 

I'm talking about a full-fledged big 
screen motion picture. FASA is work¬ 
ing with New Line Cinema (who 
brought you The Mask) to bring you 
an exciting new BattleTech motion 
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Bits n' Pieces- 

picture* "It's still m the early stages of 
pre-production,'" said FASA"s Bryan 
NystuI, “but we hope to have it out in 
1996." No further info was avaiJabie, 
but you can bet Til keep my ears 
open! 

Indiana Jones 8l the Last Sequel 

Well, Harrison Ford has agreed to 
make one more Indiana Jones film, 
which should begin production this 
year* No word on who else is 
involved, but rumor is that the 
dynamic duo of George Lucas and 
Steven Spielberg may once again be 
working together. 

Remington Bond? 

Pierce Brosnan has signed on as 
the next James Bond, and will star 
in the upcoming Bond film, titled 
Goldeneye. The film, written by 
Michael France (Cliffhanger) and 
directed by Martin Campbell, features 
Russians as the bad guys. "It's the 
Russia of the arms dealing, the 
mafia,” said Camp^ll at a news con^ 
ference. 

Star Trek: Generations, by 

Paramount, should be out by New 
Year’s, Cast of old and new Trek 
meet in this one, and rumor is that 
Kirk dies in this one (for real this 
time). 

Next year also brings us Water 
World, an action film set in the 
future after the world is flooded by 
melted polar caps, starring and direct¬ 
ed by Kevin Costner, 

Steven Seagal agreed to film a 
sequel to his box office hit Under 
Siege, which will be directed by 
Geoff Murph. 

And last but not least, next sum¬ 
mer will see the release of a live 
action Biker Mice From Mars, 
based on the animated TV show. 
What next? Magic: The Motion 
Picture? (Don't laugh. It could hap- 
penl) 

Lost and Found Department 

Scavengers and pack rats at 
heart, the SHADIS crew ended up 
with a few items they would love to 
see returned to the rightful owners* 

After ORIGINS we observed a 
small box fall off of a vehicle depart¬ 
ing the loading docks of the conven¬ 
tion center. Ret reiving the box we 
were startled to learn the box was 
filled with rare Magic: The Gathering 
Cards - many of them signed. 

• We knew someone would be 
crying in their beer that night and 

would love to see a happy ending to 

this little tale. If the cards bebng to 
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you, or if you think you know the 
poor guy - please call (909) 371- 
7336. Fortunately we saw the car - 
so anyone describing the contents of 
the box AND the vehicle involved will 
get the cards. 

• At DRAGONCON one attendee 
was so excited about suberibing to 
SHADIS that he left his camera at the 
booth. If you lost a camera please call 

(909) 371*7336* Describe the cam¬ 
era and model and we'll ship it out to 
you immediately. 

Help U$, Help Youl 

Have you got something interest¬ 
ing that no gamer can live without 
hearing? Send it in. I spend quite a bit 
of time compiling news for this col¬ 
umn, but I can never get too much. 
So all you game companies out there, 
big and small; If Pm not already on 
your mailing list for announcements, 
press releases, and so on, go ahead 
and add me. Send your bits and 
pieces to: Bits & Pieces, c/o Mark 
Arsenauk, PO Box 2531, Elk Grove 
CA 95759-2531; or send e-mail to 
TGCEditor@aol*com {Please send aU 
other correspondence for SHADIS 
magazine to the Chino Hills address 
listed in the front of the magazine)* 
What have you got to lose, except 
exposure? 

Well, that's about it, folks. I hope 
you have been informed, entertained 
or at least that you didn’t fall asleep. 
See you all in sbety days! 

From the Home Office 

From the Home Office is a sper 
cial amendment to Bfts-rt-Pj'eces by 
the editor, Jof/y Bfackburn serving 
as a behind-the-scene piece. 

Tour de Con 

As many of you already know, the 
SHADIS staff was very busy this sum¬ 
mer. We embarked on our summer 
convention tour in July which would 
take us from coast to coast and keep 
us on the road for over six weeks. 

Our tour officially began at ORl- 
GINS'94 in San Jose, California. 
Although attendance was below what 
was expected, ORIGINS was without 
a doubt the best ran convention 
we've ever been to. Kudos to Andon 
on an outstanding job I Highlights of 
the convention were the ORIGINS 
Awards (as well as the bogus awards 
held across the street that resmem- 
bled a celebrity roast more than any¬ 
thing else). Another highlight was 
Justin Thyme's live-action adaptation 

of Jolly's Grod Mondre arena combat 

rules feature in SHADIS^IO. The 


event, fraught with political intrigue 
and gambling* was a big hit. 

From ORIGINS we loaded the 
truck with magazines and literally 
raced for Atlanta, Georgia to DRAG¬ 
ONCON’94 the following weekend. 

It was our first DRAGONCON 
and we were glad this three-day 
extravaganza lived up to its reputa¬ 
tion. Highlights included the party 
sponsored by Wizards of the Coast 
and the hordes of live action role- 
playing events. We’ll definitely be 
going back* 

From Atlanta we dropped in on 
gamestores across six states finally 
ending up in Detroit, Michigan where 
we attended DeckCon L This ‘by invi¬ 
tation only’ convention is perhaps the 
biggest secret of the gaming industry* 
The highlight for us was the Combat 
Basketball tournament. Our own 
John Zinser barely escaped with his 
life but has bravely vowed to return 
next year for another bout. Attendees 
were forced to sign non-disclosure 
contracts, so we can’t say anything 
more about it* 

At long last we arrived at GEN- 
CON which seemed like a home¬ 
coming for us. Although SHADIS has 
been around for three years, it was at 
GENCON last year that we made our 
first convention appearance with an 
unprecedented 8,000 issue give¬ 
away. 

It was great to meet our readers 
and contributors face to face as well 
as our advertisers. A lot happened at 
this convention but without a doubt 
the highlight for us was daring Gary 
Sibling of Myrmidon Press to climb 
up on a table at the White Wolf party 
(while donning a balloon animal hat) 
and screaming, "1 am the King of the 
gaming industry.” One witness 
thought he was hyping a new gaming 
product and tried to buy a copy on 
the spot. 

Upcoming Releases 

September 

Black Dragon Press 

Harvest: 

Legends of Mystery & Horror 
Chameleon Eclectic 
Terror ist/Cou n ter-Terrorist 

Sourcebook (ME) 

FASA 

Baft/eTech 

Compendium CD-HOM 
BaftieTech fSega Genesis game) 
Burning Bright 

Denizens of Earthdawn Voi. U 
Horiequin^s Back 

MechWarrlor U (IBM PC gome) 

Royalty and Rogues (MW) 


# 



Mayfair Games 

Steel Deep 
Ways and Means 
PaUadium 
Rifts World Book 7: 

South America 
yin-Slofh Jungles (PF) 

West End Games 
City of Pain (Torg fict) 

Gaia Kg Guide Ih 

Crimrnafs (SW; $15) 

Ir\diQna Jones: 

Rising Sun campaign pack 
Mean Streets campaign pack IBS) 
WhHe Wolf 

World of Darkness: Gypsies 
Verbena Tradition book ($10) 
October 

Atlas Games 

On The Edge cardgame 

Chaosium 

Begond the Waif 

FASA 

Black Thoms (BT) 
invading Clans (BT) 

Parlainth Adventures (ED) 

Prime Runners (SR) 

Mayfair Games 
AMi Field Monuol (UG) 
Nightshift Games 
Vampire HunferS RPG 
Palladium Books 
Aliens Un/imiCed (HU) 

Land of the South Winds (PF) 
Old Kingdom Mountains (PF) 
Rifts Dimension Book: 

Phase World 
Rifts Sourcebook: 

Juicer Uprising 
Rifts World Book S: 

Rifts Underseas 
Steve Jaidtson Games 
Killing Zone 
White Wolf 
Necropolis: Atlanta 
Book of Madness 
Who's Who Among the 

Werewolves 
Elgsium ($15) 

Left Out in the Cold? 

Bits-n-Pieces is designed to be a 
link between gamers and the gaming 
industry* If your company isn't being 
covered - chances arc that Mark isn’t 
getting your press releases* 

Please ensure that Mark is on 
your mailing list as well as the 
SHADIS office. Mark's address and 
email info is listed elsewhere in this 
column. We would like to see more 
companies (large and small) take 
advantage of the free exposure 
afforded by this column. □ 
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G reetings, and welcome to the newest 
section of SHADIS. As the name 
implies, the focus for this section is on 
what is currently, the biggest trend in the gam¬ 
ing industry - card games- Card games used to 
be looked down upon by gamers as rather 
infantile compared to our complicated board 
games and role playing games, but with the suc¬ 
cess of Magic: the Gathering™, and the 
resulting influx of new card games, like it or 
not, they are now the major force in the indus¬ 
try, They account for the top selling items in 
almost every gaming store, and will certainly be 
of major importance in the industry for quite a 
while, hence this section comes to life. 

I'd like to emphasize from the outset that 
this column will not become a Magk bandwag¬ 
on. To be sure, we will cover this hot game and 
the related expansion sets, but we will also be 
covering the approaching wave of new col¬ 
lectible card games about to hit the market. 
This will inciide traditional card games as well 
as the collectible card games, 

I want to explain what I see as the focus for 
this section. Up My Sleeve will hopefully 
become a forum where you can get the latest 
news on new releases, discuss variant rules and 
deck-building strategies, collector lists etc. 

Collector Checklists 

One of the more popular features in 
SHADIS over the last year, has been the collec¬ 
tor checklists for Magic: The Gathering™ 
and the growing number of expansion sets 
released for it. In the future we will be working 
to bring you check lists for the other collectable 
card games hitting the market from other com¬ 
panies. 

One thir^g you will not be seeing in SHADIS 
is a "card price guide". There are several rea¬ 
sons for this, but the most important is accura¬ 
cy, We don't believe that it is possible to make 
a price list that will be accurate for all of our 
re^ership - the prices on Magk: the Gather¬ 
ing cards, for example, fluctuate so quickly, and 
so drastically by region, that it would be impos¬ 


sible to set one price that would be valid - or 
even useful - for everyone. While it is assured 
that including a price guide would greatly 
increase our sales, we can be of greater service 
to our readers by simply providing the informa¬ 
tion that will allow you to make an informed 
decisis. 

Dave's Incredible list of Cards 

The following is a compilation of card 
games (both old and new) that I was able to to 
track down over the summer or get wind of. 

Below are the games that are out already, 
followed by those that haven't been released 
yet, but have been announced. 


Cosmic Encounters 

Mayfair Games 
Type: Board/Card 


Cosmic Encounters is the game that inspired 
Richard Garfield to create Magic. The Cosmk 
Encounters “twist” is that each player gets an alien 
power that allows them to break the rules in a specific 
way. Cosmic had such a cuh following after it was dis¬ 
continued that new powers were created daily on the 
Internet in the game's own group, May/afr Games 
has recently purchased the rights to the game and has 
re-released it in a new form that indudes all of the old 
expansion sets along with a bunch of variant rtiles 
that were popular around the country. 


Creatures and Cultists 

Pagan Publishing. 
Type: Card/Complete 


This game originally came out in an issue of The 
Unspeakable Oath and was brought back in a 
bagged format. The Object of C8tC is to bring about 
the end of the earth. Enough said. This one is defi¬ 
nitely a "cuk classic”. 


Credo 

Chaosium Inc, 
Type: Card/Complete 


Credo is a game that, with tongue planted firmly 
in cheek, allows you to reaeate the establishment of 
the early Christian Church, The players brirrg articles 
of faith and church dogmas up for votes which can be 
refuted and proselytized over. Emperors, Bishops, and 
Church Fathers ail try to move their own agendas. 


Family Business 
Mayfair Games 
Type: Card/Complete 


Family Business is one of the all time classic 
“beer-and-pretzels" games. Each player runs a mob 
family that is trying to put contracts out on the other 
families’ mobsters so that they^11 die during a mob 
war. St. Valentine's Day massacres, hits, ambushes 
and family influence all play a role in being the only 
surviving mob in the game. 



Companion Games 
Type: Card/Collectiblc 


Galactic Empires is a sci-fi game uhere players 
use their planetary economies to provide the supplies 
for their battles in space against each other. This 
game forces players to keep an eye on their “war¬ 
time economies" vdiile trying to maintain their war in 
space. Multiple races and many different kinds of 
ships fight it out turn by turn. 


Heavy Gear Fighter 

lanus Publications 
Type: Card/Complete 


Heavy Gear Fighter is the “robot tech" entry in 
the card game market. Once you make it through the 
slightly confusing rules, the gorgeous cards and game 
pieces make this a quick and fun game. The variety of 
robots are very different in style and tactics and allow 
manga fans easy access to their favorite battles. 
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Illuminati 

Steve Jackson Games 
Type: Card/Complete 


Nuclear War 

Flying Buffalo 
Type: Card/Complete 


IDiiinfaiatt was a card game based on the Robert 
Anton Williams series about secret societies taking 
over the world without anyone knowing it was hap¬ 
pening. A great multi-player game of intrigue and pol¬ 
itics, and die only way that the international cocaine 
OTiugglers could control the PTA. Illuminati had three 
expansion sets. (Sec also Iliuminati N,W*0. in the 
upcoming section.) 


Jyhad 

Wizards of tlie Coast 
Type: Card/Coliectjble 


dyhad is the second of the Deckinaster series 
by Wizards of the Coast. Also produced by Richard 
Garfield, Jyhad is based on the White Wolf game 
Vampire: the Masquerade* Jyhad represents a 
struggle between ancient vampires (Methuselahs) who 
manipulate their younger kindred in their power 
struggles involving physical and political battles. 
(Rumor Mill: the first expansion will be ""Europe™.] 


Magic: The Gathering 

Wizards of the Coast 
Type: Card/Collectible 


Magic: the Gathering set off this card gaming 
craze. Created by (now famous) Berkeley math pro¬ 
fessor Richard Garfield, Magic was the first collectible 
card game and represents a magical duel between 2 
(or more) wizards. Magic has 4 expansion sets already 
out with more on the way. Already out are; Arabian 
Nights (with a 1001 Tales/ Ali Baba theme), Antiq¬ 
uities (based on artifacts), Legends {an expansion 
set as large as the original set, focussing on Heroes 
and Villains), and The Dark (based on the dark/evil 
side of everything). Fallen Empires is due some- 
wdicre before the end of '94. 


Modern Naval Battles 

3W 

Type: Card/Complete 


Modem Naval Battles successfully recreates naval 
combat in the waters of the coJd war. Air strikes, mis¬ 
siles, shells and torpedoes home in on and destroy 
cruisers, battleships, aircraft carriers and subs. Mod¬ 
em Naval Battles has two expansions that provide 
more ships as well as campaigri rules. 


Mystic War 
TimJim Games 
Type: Board/Card 


Mystic War doesn't come m booster packs, 
doesn't have a limited run and hasn’t made Tfmjfm 
Games the newest force in the industry. But it is a 
card game about dueling wizards. Resources provide 
the power for your spells and eventually fill your win¬ 
ning conditions. 


Nudear War, with its expansions Nuclear Pro- 
Kferation and Nuclear Escalation is another all 
time classic beer-and-pretzels game. Cold war propa¬ 
ganda efforts eventually give way to all^ut sheUing as 
missiles, planes and warheads fly overseas to deliver 
their messages to your opponents populace. Any 
game that requires its players to ask: "Can I have 

change for ZO miUion people?™ has something going 
right. Brand-new Nudear War expansion packs are 
coming to stores even as ^u read this article. 


Plague and Pestilence 

Hillary's Toy Box 
Typ^: Card Complete 


Plague and Pestilence allows 2-6 players to 
recreate the happy times of the Black Pla^. After 
building up your dties for several turns, the plague 
ship arrive, and everywie is in a fight to lose their 
population the slowest. Wars, pestilence, and famines 
are available (wouldn’t want to miss the other 3 
horsemen) to reduce your opponents population. 
Plague and Pestilence uses period art to inaease 
the ambiance of the game and comes with a pair of 
“Death Dice" to help kill off your happy dtizerrs. 


Quest for the Faysylwood 
Faysyluood Press 
Type: Card/Coniplete 


Quest for the Faysykvood is a fantasy quest 
game played among 2-8 players. Each player is a 
hero with different abilities who fights creatures and 
strug^es through difficult landscapes to complete the 
Quest. You can collect treasures and items to make 
your heroes tougher, Faysylwood achieves the feel of 
an epic quest - quite an accomplishment for a card 
game. We have heard that there will be a second edi¬ 
tion whidi will indude new heroes and other cards. 


Rise of the Luftwaffe 
GMT Games 
Type: Board/Card 


Rise of the Luftwaffe is a game that simulates 
World War Two aircraft dogfighting. RotL uses a sim¬ 
ple, yet elegantly realistic method of representing the 
various planes' abilities/quiTi^. Play is fast arxl furious 
- much like the fighting it represents. There are cam¬ 
paign rules for those interested in a longer term 
game, (There are too many counters for pocket 
portability, though). 


Spellfire 

TSR 

Type: Card/CoHectible 


SpelIRre is tiie TSR entry into the “card wars". 
In Spellfire, players use heroes, monsters, priests 
and wizards to attack and defend various lands. Clas- 
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sic pieces of artwork span the history of DficD and 
provide the background for this game as well as bring¬ 
ing back memories of “the good old days” of role- 
playing. 


Starship Command 

Inferno 

Type: Card/Completc 


Starship Cofiimand was released as a secorxi 

edition recently with drastically improved cards and 
production values. Starship Cemunand lets two or 
more players fight intergalactic battles quickly while 
still keeping the sci-fi feel of the genre by using vari¬ 
ous races and their different ships and weapon sys¬ 
tems. Inferno has announced plans for expansions 
that indude new races and special cards. 


Super Deck 
Card Sharks 
Type: Card/Collectible 


Super Deck is a fast-paced card game of super¬ 
heroes and villains in mortal combat. With simple 
rules and easy play, this game is well suited for the 
young comics fans that it's aimed at. 


Suzerain 
TimJim Games 
Type: Card/Complete 


4 

$U2eraiii is the card game of medieval conquest 
(in the bedrooms and battlefields). Everything must be 
fair in this game, as both love and war are fought 
over with the backdrop of the fascinating medieval 
period in Europe. 


Up Front 

Avalon Hill 
Type: Board/Card 


Up Front is the card game version of Advanced 
Squad Leader. Squads of infantry advance on each 
other over varying terrain to improve their chances of 
blowing each other away. Not quite as complicated as 
ASL. But close. 

In the Cards: Upcoming Releases 


Illuminati: New World Order 
Steve Jackson Games 
Type: Card/Collectiblc 


niuminati; New World Order is the recon¬ 
structed version of Steve Jackson*s original game 
brought back to venture into the cdlectible card game 
market. Playing faster and even more chaotic than its 
predecessor, IN WO should be turning heads in 
December. {Notable change; No money in the game.) 
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On the Edge 

Atlas Games & Trident, Inc. 
Type: Card/Collectible 


On the Edge is based on the world of ^tfas 
Games* role-playing game Over the Edge. People 
who have play-tested this have raved over it. Release 
date: Mid-October? 


Power Lunch 

Mayfair Games 

Type: Card/Collectible 


Power Lunch is the game of munching at meet¬ 
ings. Players try to justify lunch settings for bi 2 arre 
combinations of celebrities and political figures. 
Release date: Really soon, if not just released. 


Sim City 

Mayfair Games 
Type: Card/Collectible 


Sim City allows players to either compete or 
cooperate to build cities from their decks of cards. 
Developed from the addictive and extremely popular 
computer version of this game, it should prove fun 
and extremely popular. Release date: mid to late fall? 


Star of the Guardian 

Mag Force 7 Inc, 
Type; Card/CoMectible 


Star of the Guardian is based on the series of 
books written by Margaret Weis, Players will repre¬ 
sent the warlords that are fighting for intergalactic 
power and prestige. Release date: unknown 


Star Trek: The Next Generation 

Decipher Games 
Type: Card/CoUectible 


Star Trek: The Next Generation is based on 
the popular t.v. show of the same name. Players will 
use Federation, Klingon, Ferengi, and even Borg 
ships and characters to finish missions and overcome 
hazards. Release date: Soon. 

Notes on the Jyhad and Dark Lists 

This issue 1 have managed to track down 
checklists for both The Dark (the latest expan¬ 
sion set for Magic; TTie Gathering) as well as for 
Jyhad {the second release in the Deckmaster™ 
series). The Jyhad list was compiled by Shavyn 
Del Marier and denotes all 438 cards in the 
alphabetical order and lists the rarity of each 
card (including R2s and U2s - explained below} 
and card type. 


When Carta Mundi prints cards for Wizards 
of the Coast, it prints the cards on an 11 K 11 
sheet [121 cards). Therefore, at each rarity 
level there are 121 card^ printed. Since there 
are only 93 unique rare cards and 103 uncom¬ 
mon cards, a certain number (28 rares and IS 
uncommons} are printed twice on the sheet in 
order to meet the 121 card requirement. Some 
of these duplicates can be determined conclu¬ 
sively from differences between the two "identi¬ 
cal” cards (Psychic and Psychic Projection, for 
example). 

The rest had to be determined by analyzing 
a large enough sample size of cards to deter¬ 
mine which cards were appearing twice as 
often as the other cards In their rarity class. 
While every effort was made to make these 
assignments carefully, the R2s and U2s (printed 
twice per sheet) are simply our best guesses. 
(Still, we are pretty sure,..) 

Jyhad List Notes. 

Rarity Levels: R = Rare (1/19), U = 
Uncommon (3/19), V “ Vampire (4/19), v = 
Non-Vampire card on Vampire, sheet, C = 
Common (11/19). 

Card Counts: Common = 121 out of 
121, Uncommon = 103 out of 121 (18 U2s), 
Vampire = 111 out of 111, Non-Vamp = 10 
out of 10, Rare = 93 out of 121 (28 R25), 438 
unique cards. □ 
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We carry gj! 
Collectable Trading 
Card Games. 



^ We accept checks and money orders plus Visa, 
Mastercard, American Express, and Discosrer cards. 

♦ We ship to anywhere in the worip. 

❖ Full box orders shipped free. Free Airborne next day 
SDS shipping on certain orders. 

^ We can usually get your order out the same day if 
ordered by 3pm Eastern Time. 

^ We have unopened out-of-print packs/sets. Call or 
write for availability. We also buy collections. 
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1 in Stock Of ,-^ 


instock 

To order or get our latest cool catalog, 

call 1-800-2MAGIC6 

Or email to: bob@abm.com 

Or mail to: ADVENTURES By MaiL 

POB 436, Cohoes, NY 12047 


r 


Check out our monthly specialsH 


We have an incredible selection of individual cards. 


SeritHJS dealer inquiries welcomed. 
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A Collector’s Checklist for Wizards of the Coast’s New Magic: The Gathering™ Expansion Set, 


Artifacts: 


□ Bari's Cage .. 

....Ul 

l^fBone Flute ................ 

.U2 

8 Book of Rass .. 

.... U2 

Coal Golem .... 

.U2 

□ Dark Sphere . 

.U2 

Q Diabolic Machine ............ 

.U2 

Fellwar Stone .. 

.U2 

□ Fountain of Youth. 

. ... U2 

^ Living Armor... 

.U2 

Necropolis.. 

.U2 

Bkfieflecting Mirror ............ 

..., .U2 

tfl Runesword... 

....U2 

Scarecrow ... 

... . U2 

^ Skull of Orm , , .... 

.ua. 

^ Standing Stones... 

.U2 

Stone Calendar .. 

.Ul 

^ Tormod's Crypt. 

.U2 

Q Tower of Coirall ............. 

.U2 

□ Wand of ith. 

. U2 

□ War Barge ..... 

. U2 

Black: 


^ Banshee .. 

. U2 

□ Curse Artifact.. . . . 

. U2 

^Frankenstein's Monster. 

. Ul 

P Eater of the Dead.. 

.U2 

^ The Fallen. 

.U2 

□ Grave Robbers.. 

. Ul 

□ Nameless Race .. 

. Ul 

^Rag Man .. 

. Ul 

■ 

□ Season of the Witch.. 

. Ul 

ia Uncle Istvan.... 

. U2 

□ Worms of the Earth. 

. Ul 

^ Ashes to Ashes .. 

. C3 

^ Bog Imp. 

. C3 

Q Bog Rats... 

. C3 

^Inquisition ... 

. C3 

^ Marsh Gas.. . 

. C3 

Murk Dwellers. 

. C3 

^ Word of Binding ... 

. C3 

Blue: 


^Amnesia ... . , . 

.U2 

J4 Apprentice Wizard .. 

.Ul 

13 . Dance of Many ... . 

. Ul 

0 Electric Eel .... 

. U2 

^ Flood .* . . . . 

. U2 


□ Leviathan .. 

Mana Vortex. 

fO Merfolk Assassin .. . . 

□ Mind Bomb. 

M Psychic Allergy . 

Tangle Kelp .. 

^ Deep Water.. . . 

Drowned .. . 

Erosion..... 

Ghost Ship .. 

^ Giant Shark ........ 

^ Riptide .. . . . . 

H Sunken City. 

^ Water Wurm . 



Green: 

* 

8 Elves of Deep Shadows ..U2 

□ Hidden Path .... . .U1 

JS(Lurker... . ... Ul 

Niall Silvain.. .U1 

0 People of the Woods . .U2 

'ip Scarwood Bandits .... .U H 

□ Scarwood Hag . U2 

Spitting Slug ........h.......... .CJ2 

□ Tracker. .U1 

^ Wormwood Treefolk ... ... .U1 

Carnivorous Plant . .. C3 

Gaea's Touch . C3 

Land Leeches ...................C3 

^ Marsh Viper ..C3 

Q Savaen Elves.C3 

j5^ Scavenger Folk .. .C3 

^ Venom .C3 




Red: 


H Ball Lightning ... 
Blood Moon .... 
Brothers of Fire . . 
pf Cave People .... 

□ Eternal Flame . . . 
Fire Drake ...... 

JS) Goblin Wizard ... 
yd Inferno. 

□ Mana Clash. 

^ Ore General .... 

□ Sisters of the Flame 

W Fissure . 



J2(J3oblin Caves . ..C3 

Dt Goblin Digging Team..C3 

^ Goblin Hero ..C3 

Goblins of the Flag ..C3 

^ Goblin Rock Sled .. ,C3 

Goblin Shrine . ,C3 


White: 

4l Angry Mob . 

S) Blood of the Martyr 

(^tleansing . 

(^Exorcist. 

^ Fasting .. . . . 

ii Fire and Brimstone . 
M Knights of Thom . 

' ^ Martyr s Cry. 

^ Preacher . 

0 Tivadar's Crusade . 
Witch Hunter . . .., 
Brainwash ....... 

Dust to Dust . 

JSi Festival ......... 

Jj^ Holy Light . 

^ Miracle Worker .. . 

[£} Morale . 

Pikemen ........ 

^ Squire. 




Land: 

□ City of Shadows 
^ Maze of Ith , . . 
8 Safe Haven . .. 
flBTSorrow’s Path . 



^ Multi-colored: 

Jin Dark Heart of the Wood IBlack/Greenl .C3 

^ Marsh Goblins IBJack/Red] ..C3 

Scarwood Goblins IGreen/Redl .C3 

Notes; *Maze of Ith was printed on the 
common sheet, but was the only card to be 
printed once on the sheet instead of 3 times. 
Thus, there are one - third as many Mazes of 
Ith as there are of any other Common card. 
We recommend treating this card as an 
uncommon.. 

* The Dark^ is a trademark of Wizards of 
the Coast. □ 
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A Collector’s Checklist for Wizards of the Coast’s New Deckmaster^'' Game 


Abbrevlatkiits: Unq: unkwe, Mstr: Master, Location: Ltn, 
Atnr Actoi, Pol: Political, Cvcht: Combat. 

K 

□ H Aaron'^ Feeding Razor ..Unq Equipment 

□ R2 Al's Army Apparatus.... .Mstr: Ltn 

□ R Anarch TroublemaJ^er __ .Unq Mstr 

□ R Arcane Library.. .Mstrj Unq Lin Tremere, 

□ R Art Museum .......... .Mstr: Unq Ltn Toreador 

□ R2 Behind You ____ *,. .Cmbt 

□ R Betrayer.... .Mstr 

□ R Blood Ptypy .....Unq Mstr 

Q R Body of .. Cmbt 

□ R Bruj^ Justicar . Atn/Pol 

Q R2 Burst of Sunlight ... Cmbt 

□ R2 Business Pressure ‘ .. ,Atn Mod 

□ R Cat Burglary.Atn 

□ R Chamas the Imp .. Retainer 

□ R Conquer the .. .Cmbt 

□ R2 Cunctator Motion. Atn/Pol 

□ R Curse of Nitoois...Urrq Mstr 

□ R Day Operation..Atn Mod 

Q R2 Distraction.. .Atn 

□ R Eco Terrorists.. .Unq Ltn 

□ R Entrancement . .Atn 

□ R2 Far Mstry .. Atn 

□ R Rsts of Death *. .Cmbt 

□ R2 Flesh of Marble .. .Cmbt 

□ R Fragment of the Book of Nod .Unq Mstr 

Q Freak Drive _____Atn Mod 

□ R Gangrel Justicar - .Atp/Pol 

□ R Ghoul Escort___ .Retainer 

□ R2 Ghoul Retainer.... .Retainer 

Q R Giant's Blood.. Mstr 

□ R Golconda - Inner Peace *. Mstr 

□ R2 Hell Hound* .. Ally 

□ R2 High Stakes..Atn/Pol 

□ R Hostile Take Over.. Mstr 

□ R2 Immortal Grapple ....Cmbt 

Q R Ivory Bow... Equipment 

□ R2 Jackie Therman..... .Retainer 

Q R2 J. S. Simmons Esq. * .... .Retainer 

Q R2 Kindred Intelligence .... .Atn 

□ R Kindred Society Games...Mstr 

□ R Kine DominaiKe ..................... Atn 

□ R Madness Network ... .Unq Mstr 

□ R Magic of the Smith. Atn 

9 R Ma&avian Justicar. Atn/Pol 

□ R2 Malkavian Prank. Mstr 

□ R Malkavian Time Auction .Mstr 

□ R MilicentSmith ..__.UnqMstr 

□ R Monocle of Clarity .Unq BqMipment 

□ R2 Mr. Windirop ...Retainer 

Q R2 Murder of Crows ......... ___Retainer 

□ R Nosferatu Justicar. Atn/Pol 

□ R Pata( 3ia ** Flaps... .............. .I...... -^^tn 

□ R Psychic Projection *. ,Aln 

□ R Political Ally . .Ally 

□ R Praxis Seizure:Atlanta ..Atn/Pol 

□ R Praxis Seizure iBoston . Atn/Pol 

□ R Praxis ScizurciChIcago____ .Atn/Pol 

□ R Praxis Seizure iCleveland...Atn/Pol 

□ R Praxis Seizure:Dallas.Atn/Pol 

□ R Praxis Seizure: Houston ..Atn/Pd 

□ R Praxis Seizure:Hiami.. .Atn/Pd 

□ R Praxis Seizurc:Seattle...Atn/Pd 

□ R Praxis &izure:Washington DC ........ Atn/Pd 

□ R Psychic Projectiem'. Atn 

□ R Psychic Veil.... Atn 

□ R2 PuUed Fangs ....Cmbt 

□ R2 Renegade Garou * ...Ally 

□ R2 Resplendent Protector ..Retainer 


□ R Ritual Challenge ..Atn 

□ R2 Ritual of the Bitter Rose.Cmbt/Reaction 

□ R Rowan Ring ..._ .........Unq Equipment 

□ R RPG LaurKmer ........ ___E^pmait 

□ R2 Rumors of Gehenna .Atn/Pd 

□ R Senalr Dagoer ...Equipment 

Q R Smili:^ Jack the Anarch.Unq Mstr 

□ R Society of Leopold .Unq Mstr 

□ R Sod C^m of Eirius.Unq Equipment 

% R Succubus Club .M^: Unq Ltn 

□ R Talbot’s Chainsaw..Unq Weapon 

□ R2 Tasha Morgan *.Retainer 

□ R Telepathic Vote Counting.. Atn Mod 

□ R Temptation of Greater Power .Mstr: Justicar 

□ R2 Thadius Zho (Mage) ....Ally 

□ R2 The Embrace ..Atn 

□ R2 The 1st Tradition:Masquerade' ....Atn/Pol 

□ R The Knights ..Unq Ally 

□ R The Slashers . .Unq Ally 

□ R The Spawning Pod'..Mstr: Unq Lbi No^ 

□ R Toreacbr Justicar .Atn/Pol 

□ R Tremere Justicar..Atn/Pd 

□ R Vamj^ Ksease.... ......... ,Mstr 

□ R Venture Justjcar * . Atn/Pol 

□ R XTC Laced Blood ...Mstr: Out of Turn 

□ U Academic Hunting Grounds_Mstr: Unq Ltn Tre 

□ U Aching Beauty .. .Mstr 

□ U Amaranth. Cmbt 

□ U Anarch Revolt . Mstr 

Q U Arms Dealer. Ally 

Q U A^uh Rifle . Ediipment 

P U Asylum Hunting Ground .Mstr: Unq Ltn Malk 

Q U2 Aura Reading * ......Cmbt 

□ U Backways.Mstr: Unq Un Gangrel 

□ U2 Bastard Sword * .. .Equipment 

□ U Blood Bond .. Atn 

Q U Bkwdhunt. .Atn 

Q U Bomb .. Equiprnent 

□ U Biujah Frenzy ........ __ .Mstr: CXrt of Turn 

□ U2 Chainsaw .Equipment 

□ U Change of Target.Atn Mod 

□ U Chantry ...Mstr: Unq Ltn Tremere 

Q U Charming Lobby. .Atn 

□ U Cryptic Rider....Abi Mod 

□ U Cul^ted Blood Shortage ...Mstr 

□ U Dawn Operations.Atn Mod 

□ U Delaying Tactics.... .Reaction 

Q U Disarming Presence...Atn Mod 

□ U Dragon Breath Rourvds ..Cmbt 

□ U Drain Essence. .Cmbt 

□ U Erie's Sight . .Reaetjon 

□ U Oder KinJred Network ..Reaction 

□ U Elysium: The Arboretum... .Mstr; Unq Ltn 

□ U Fame ..... 

□ U Fast Hands....Cmbt 

□ U Flame Thrower... .... .Equipment 

Q 02 Form of Mist ...Cmbt 

Q U Game of Maikav____ Mstr 

□ U Gangrel Dewjlution^. Mstr 

□ U Glaser Rounds .. Cmbt 

Q U Grave Robbing . Atn 

Q U2 Grenade . Equipment 

til U .............. ............ 

□ U Homunculus ..Retainer 

% U2 tnfemal Pursuit * . Cmbt 

Q U Information Highway..Mstr: Unq Ltn 

A U2 E Gobles *.... Equipment 

□ U KRCG ^ews Radio... .Mstr: Unq Lin 

□ U Letter from Vienna ..Mstr 

# U Life Boon.. .Mstr: Out of Turn 

Q U Loyd Street Gang...ABy 


□ U Major Boon... .Mstr: Out of Turn 

□ U Malkavian Dementia.... Mstr 

□ U2 Manslopper Rounds .....Cmbt 

□ U Mask of 1,000 faces .Atn Mod 

□ U Masquerade Endangered __Mstr: Out of Turn 

□ U Metro Underground .Mstr: Unq Ltn 

□ U Minor Boon ..Mstr: Out of Turn 

□ U Mob Connections , .Urxi Mstr 

Q U Mo^«ment of the Slow Bo(^.Ain 

Q U Muddled Vampire Hunter..ABy 

Q UZ Night Howes * . .AJn 

□ U Nosferatu Putrescence___ Cmbt 

□ U CX)edience......... .Reaction 

Q U Outcast Mage. ABy 

Q U Owl Companion ..Retainer 

Q U PoBce Department..Mstr: Unq Ltn 

□ U Poweibase: Chicago.. .Mstr: Unq Ltn 1 

□ U Powerbase: Washington, D.C. ., Mstr: Unq Ltn 1 

□ U Psyche ............................Cmbt 

□ U2 EWng Strings.Reaction 

Q U Piilse of the Canaille. Atn 

B U2 Rampage . Atn 

□ U Raven Spy. .Retainer 

□ U Rotschreii .....Mstr: Out of Turn 

Q U Scorn of Adonis....Atn Mod 

□ U Skin of Night ...... .Cmbt 

% U Shim Hunting ground .......Mstr: Urtq Ltn Nosf 

Q U Sode^ Hunting Ground . .Mstr: Unq Ltn Toreador 
B U2 Sport Bike ....Equipment 

□ U Spying Mission ... Atn Mod 

□ U St^ ........................ .Ec^pment 

Q U ^orm Seweis ....Mstr; Unq Ltn Nosf 

□ U2 Submachine Gun *...Equipment 

B U Sidderi Reversal ..Mstr: Out of Turn 

□ U Taste of Vitae ... Cmbt 

□ U The 2rid TTaditioit:Domain ... .Reaction 

B U The Srd Tradition: Progeny. .Atn 

□ U The 4th Tradition :Accoimting ..Atn * 

□ U The SthTraditioniHospitality .Atn 

B U The 6th Tradition iDestnjction.Atn 

□ U The Lab^th ...Mstr: Unq Ltn Nosf 

□ U The Rads .....Unq Ltn 

□ U Tom Signpost..Cmbt 

B U Tragic Love Affair.Mstr 

□ U2 Undcad Persistence .. .Cmbt 

Q U Uptovwi Hunting ground .... .Mstr: Unq Ltn Vent 

□ U Vast Wealth ..,. Mstr 

□ U Ventiue Headquarters ...Mstr: Unq Ltn Vent 

□ U2 Voter Captivation ..Atn Mod 

□ U Vidnerability .. Mstr 

O U2 Walk of Flame ..Cmbt 

□ U Waraone Hunting Ground.... .Mstr: Unq Ltn Bm, 

B U Weather Control____ Cmbt 

□ U Well-aimed Car...Cmbt 

Q U2 Wolf Companion...Retainer 

□ UZ Zip Gun * .. Cmbt 

□ U Hunting Ground.Mstr: Unq Ltn Gangr 

B V Archon..Ativ/Pd 

Q V Dramatic U|^vea«l ... Atn/Pd 

□ V Kindred Restructure. Atn/Pol 

□ V Kindred ^regation. Am^d 

□ V Lextalionis .. Atn/Pol 

□ V Masquerade Enforcement...Atn/Pd 

Q V Parity Shift. .Atn/Pd 

O V Praxis: Solomon . Atn/Pd 

□ V Reversal of Fortunes...Atn/Pd 

□ V Sabbat Threat. Atn/Pd 

V Ar^ .. Brujdi 

V Anvil ......................Brujah-Primogen 

B V Appdonius. Bmjah-Primogen 

□ V Bianca ... 
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Q V Black Cal.... 

□ V Crusher 

V y Don Cruez * The .. 
9 V Dre * Ldr of the Cdkl Dawn 

□ V Hector Sosa __ 

□ VLupo.* *.... 

9 V Miranda SarKiva ....... 

□ V Rake.... 

□ V Tura Vaughn.. *. * 

Q V Uma Hatch .. 

m VYuri-TheTaJon... 

□ VHasinaKesi .. 

9 V Igo - The Hungry.. 

□ V Navar McQaren .. 

□ V Nik .... 

□ V Smudge - The Ignored .... 

□ V Uriah Wtnter ........... 

□ y Anastasia Grey ......... 

Q V Angus - The UnnJcd_ 

P VBa^ .. — 

□ VBasifia... 

P V Bear Paw ... 

□ V Camille Devereux ... 

□ V Gitanc St. Claire.. 

□ V GiuBano Vincena ... 

□ y Gunther - Beast Lord .... 

□ y Quinton Hdtonnell ...... 

□ VRickiVanDemsy ....... 

□ V Roman Afexandcr.. 

□ V Vl^ Andor .. 

□ V Wynn ...... 

□ VZack North.. 

□ V Aleph... 

□ V Brail...... 

Q V Dandn* Dana.. 

W V Dkli Meyers... 

□ VDoflte .. 

□ V Dr. Jest ..._... 

□ V Gilbert Duane. 

□ VLucian .... 

Q V Marie) - Lady Thunder .,.. 

Q V Normal...... 

0 V Oano. 


.Bnjjah 

.. .BndahrPrinto^ 
... .Bni^Justicar 

..Brujah 

■ ■.... .1. .iBnj|ah 

.Brujah 

.. .Bn^-Primogen 

.Bru^Prte 

.. .Brujah-Pirimogen 

___.Bn^ 

...Br^ah 

....Caitiff 

..Caitiff 

...Caitiff 

..Caitiff 

.Caitiff 

..Caitiff 


.. .Gangret 

... .Gangrekfusticar 

.. .Gangrel 

. .GangreLPrimo^ 

.Gangrel 

..Gan^e 

. .G^ref-Primo^ 
..........Gan^ 

.Gangrel 

. .Gangrel-Prinw^ 

...Gangrel 

. .Gangrel 

.Gangrel 

. .Gangrel-Primc^ 

.Gangrel 

.Malkauian 

....... .Malkavian 

.Malkavian 

-... .Malkavian 

... .Malkavian 

MalkavianrPrlmogen 
.. .Malkavian-Prt^ 

. .MaUtavian-Justicar 

.Malkavian 

..Malkavian 

...Malkavian 


□ V Rdand Bishop.......Malkavian 

□ y Roxanne Rectrix 13th Floor MaDcwian-PriiTiogen 

□ V SyKrester Simms---- .Malkavian-PrBnogen 

9 y Z^xilon ...... .MaikaviarL 

9 V ^rippina ..... .Nosferatu 

□ V Chester DuBois- .... .Nosferatu-Primogen 

□ V Dimple .....Nosferatu 

□ V Duck......Nosferatu 

□ V Bbcnezer Roush ..... .Nosferatu 

□ V Grendel' The Worm Eater.Nosferatu 

□ V Koko .....Nosferatu 


□ V Luaetia - Cess Queen ...Noderatu-Primogeji 


□ V Marly Lechtansi . .Nosferatu-Primo^ 

□ V Sammy. Nosferatu 

□ V Sebastian MarJey .. .Nosferatu 

Q V Selma - The Repugnant ... .NosferatihPrTnce 

Q V Sheldon - Lord of the Clog ......Nosferatu-Ju^icar 

□ V Tiberius - Scandalmonger .. .Nosferatu 

0 V Tusk “ Talebearer. Nosferatu 

G V Adrianne .. .Toreador 

9 V Andreas - Band of Crete..Toreador-Primogen 

□ V Anneke ..Toreador-Justicar 

□ V Anson ... Torea^r-Prince 

9 V Colin Rynn .. .Tore^r 

Q V Delilah Easton .. .Toreador 


Q V Demetrkis Slater...Toreador 

□ V Dieter Kleist .Toreador 

Q V Dorian Strack ... .Toreador 

9 V Elliot Sinclair - Thespian.Toreador-Primogen 

□ V FeUda Mostrom . .Toreador 

□ V KaDista - Mstr Sculptor .. .Toreador 

Q V Masika ..Toreador-Primogen 

Q V Ramid Dupre ..................... .Toreador 


□ V Tatiana RomanoV ....Toreador-Prince 

Q V Astrid Thomas ............. .Tremere-Priinogen 

□ V Cardano ... .Tremere-PrirKe 

Q V Cassandra - Magus Prime -.Tremerc-Prinwgen 

□ V Dr, John Casey... Tremcre 

□ V Ignatius .. Tremere 

□ V Jing Wei .. Tremere 

□ V Justine * Elder of E^kllas .Tremere-Primogen 

□ V Lazarus. Tremere-Primogen 

□ VLydia Van Cuelen .... Tremere 

D V MeriD Mditor .. Tremere 

□ V Roreca Quaid. . Tremere 

Q V Sabine liditlc ..Tremere 

□ V Sarah Cobbler.. Tremere 

□ V Thomas Thome. Tremere 

□ V Ukjgh Beg - The Watcher ........Tremere-Jieticar 

□ V CourtiandLci^ton ...... —. Ventiue 

Q V Democritus ..Ventruc^lusticar 

Q V Emerson Bridges ....Ventiue-Prince 

Q V Gideon Fontaine.. .Ventrue 

□ V Heather Florent - Opportunist _Ventrue 

□ V Helena Caslmlr . Ventrue 

□ V Jazz Wentworth... Ventrue 

9 V Luda Ptoiola . .Ventrue 

□ V Melissa Barton... ..... _.Ventiue 

9 V Natasha Volfchek.Ventirue-Primogcn 

□ V Rofend Loussarian . Ventrue 

□ V Rufina Soledad ... .Ventrue 

□ V Sir Waher Nash. .Ventnie-Prince 

□ V Timothy Crowley.Venfrue-Ptoe 

□ V Vfolettc Prentis....Ventiue 

9 C .44 Magnum’...Equipment 

9 C Acrobatics . Cmbt 

S C Aid from Bats .....Cmbt 

C Ancient Influence ..AtivToI 

□ C AntJa Empowerment... .Atn/Pd 

9 C Animalism ..... .Mstr: M 

9 C Army of Rats .. Atn 

□ C Arson... ,Atn 

□ C Ascendance. Msir 

a C Auspcx ...Mstr: Skill 

□ C Autarkis Persecution ....Atn/Pd 

□ C Bewitchanq Oration...Atn Mod 

□ C Blood Dof... .Mstr 

□ C Blood FWy. .Cmbt 

m C Blood Ra^... .Cinbt 

□ C Blur. Cmbt 

9 C Bonding .. — ....Atn Mod 

□ C Boxed fn . Cmbt 

Q C Brainwash .. Mstr 

9 C Bribes jMnMod 

Q C Bum's Rush. .Atn 

O C Camarilla Exemplary * *. .Atn^ol 

□ C Canine Horde ... Cmbt 

□ C Cat's Guidance .. .Reaction 

9 C Cauldron of Blood.Cmbt 

a C Celerity.... .Msti: Skill 

□ C Gaws of the Dead ..Cmbt 

9C Clodk the Gathering ...Atn Mod 

□ C Computer f^Kldng.... Atn 

□ C Concealed Wcapwr. Cmbt 

9 C Conditioning .... . .Atn Mod 

□ C Consanguineous Boon. AtivTol 

0 C Consanguineous Condemnation .Atii/Pol 

9 C Conservative Agitation.AtiVPol 

9 C Cryptic Mission.Ain 

□ C Dad-end Alky. .Cmbt 

□ C Deal wHh the Devil. ,Msfr 

□ C Deer Rifle . .Equipment 

9 C DeflcctiOT . .Reaction 

9 C Disguised Weapon..Cmbt 

a C Disputed Territory.... .Atn/Pol ‘ 

i C Dodge . Cmbt 

□ C Domain Challenge.Aln/Pol 

□ C Dominate ........._...... _Mstr: M 

I C Drawing Out the Beast . Cmbt 
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Dread Gaze .. Reaction 

Earth Control ■i + i...p..,.,.Atii Mod 

Earth Meld . Cmbt 

Effective Management... _ .Msti 

Elder Library- .... ____ .Mstr : location 

Enchant Kindred .... Atn 

Enhanced Senses. .Reaction 

Fkekss Night...Atn Mod 

Fake Out ..Cmbt 

Fast Reaction... Reaction 

Flak Jacket . .Equipment 

Flash ........ fmht 

Form of the Ghost.. .Cmbt 

Fortitude --------- Mstr: Skill 

Frenzy ....Mstr: Out of Turn 

■ Gird Minions . Mstr 

Gleam of Red ^ ..Cmbt 

Govern the Unaligned . ,Atn 

Growing Ruy . Cmbt 

Haven Uncovered....Mstr 

H^wg.*...Equipment 

Hidden Lurker... ... Afn 

ID^ Search and Seizure ....Mstr 

Womitability ... .Cmbt 

Kine Resources Contests .. AtiVPol 

Laptop Computer .. Equipment 

Le^ Manipulations .. ^ 

Lost in Crowds.......Atn Mod 

Lucky Blow... Crr^ 

Majesty . Cmbt 

Mighty Grapple.Cmbt 

Minion Tap .. Msti 

HBdirection. .Mstr 

Movement of the Mind.... Cmbt 

Nimble Feet . Cmbt 

Obfuscate .. .Msti: M 

OpOT Grate ..Cmbt 

Peace Treaty....Atii/Pol 

Political Baddash ..Reaction 

Politicaj Fbt .. AtnyT^ol 

Potence ....Msti: Sldll 

f^esence ...Msti; Skill 

Protean ..... .Mstr: Skill 

Protracted Investment .. .Msti 

Rapid Healing...Atn 

Rafs Wanting . Reaction^ 

Read Intentions............Cmbt 

Regaining the Upper Hand. Atn/Pol 

Restoration’.... 'l-. .Atn 

Saturday Nkht Special. .Equipment 

Sawed-off Shotgun-.......Equipment 

SKfuction ... Atn Hod 

Shattering Blow . Cmbl 

Short Term Investment ..Msti 

Sideslip . ...Cmbt 

Skin of Rodt. Cmbt 

Skin of Steel.Crrht 

Sodal Charm . Atn 

Sirprisc Infbence .. .Reaction 

Telepathic Counter__ Reaction 

Telepathic Misdirection .. .Reaction 

Thaumaturgy. Mstr: Skill 

The Barrens.. ,Mstr: Unq Lin 

The Spirit's Touch... Ration 

Theft of Vitae....,..Cmbt 

Threats... ...'Atn Mod 

Thrown Gate ...Cmbt 

Thrown Sewer LkJ... .Cmbt 

Trap . Cmbt 

Undead Strength. .Cmbt 

Unflinching Persistence.Cmbt 

Unnatural Disaster ......._Mstr 

Vampiric Speed . Cmbt 

Vanish from Mind's ^ .. .Criht 

Wake with Evening Freshness Reaction 

Wolf Claws. Cmbt 
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WONDtiOOS 

P^OVVER, 


Computer Game Reviews 

Edited by David Moyer 


X-Wing/TIE Fighter 

Lucas Arts 

Computer Flight Simulator 
Reviewed by Edwin Millheim 


When rumors began to fly about Lucas 
Arts coming out with flight simulators for 
the X-Wing and the TIE Fighter, 1 could 
hardly wait to get my hands on them. X- 
Wing hit the market first, roughly a year 
ago, followed by several expansion disks, 
and now TIE Fighter has finally arrived! 

The graphics in X-Wing are a mixture 
of bitmap explosions and very smooth 
polygon renderings of spacecraft, ranging 
from the X-Wing, A-Wing, and Y-Wing 
fighters to large space cruisers, tugs and 
freighters. The Star Destroyers and 
Corvettes are here too. The various TIE 
(Twin Ion Engine) fighters are here to test 
your fighting skills. Star fields twinkle and 
pulse and planetary systems shine in the 
distance. The look of the game’s graphics 
are something to behold and really get 
you in the mood. Digitized sounds, such 
as your R2 unit beeping and warbling 
messages and comments to you can be 
heard. Your wingman screams out about 
incoming missiles, and when they scream 
out it gets you interested because the 
sense of urgency in the voice says it all. 
Laser fire and explosions are a treat for 
the ears as well. This game just wouldn’t 
have been the same without the TIE fight¬ 
er’s distinctive roar. 

The TIE fighter’s roar is unnerving as 
they scream past you. True, there aren’t 
any sounds in space, but it recreates, the 
atmosphere of the movies. 

Sprinkled here and there in the game, 
to move the events along, are full screen 
cinematic sequences. These range from 
simple ships flying by to burial in space if 
you’re not lucky. Or, worse yet, interro- 



Screen shots frorn Lucas Fi7m’s exciting Star War products. The above 
shot is from TIE Fighter. Behw, a scene from X-Wing. 
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gat ion if captured by Darth Vader, using 
an interrogation droid that floats into the 
picture waving appendages of torture, 

X-Wing flows smoothly with a very 
good frame rate on my trusty 25Mh2 
486, After getting through the game's 
copy guard by typing in the name of a 
planet or system corresponding to a set 
of strange geometric writings in the 
game's manual, you check in with the 
name you will play under. One thing I 
really get a kick out of is the armed Rebel 
guard with a blaster rifle at the ready. If 
you try to click on the exit door to leave 
this area, he snaps the weapon's impas¬ 
sive dark eye your way and in a flat tone 
states, “You must register!” After select¬ 
ing your character you are allowed to 
pass with a droid's metallic ringing voice 
announcing, “You may proceed.” 

With those words you are let into what 
looks like a starport area on the vessel 
you're on, and can choose from doors 
which will take you to historical training, 
a tour of duty, or to a sort of training 
course where you fly your craft past 
obstacles and fire at targets on the go in a 
massive twisting course that will test your 
nerve to the breaking point. Use the 
Force! 

Two Tour of Duty disks are out for X- 
Wing to further expand the adventure. 
The first is Imperial Pursuit: Tour of Duty, 
and in the second you get to fiy a new 
Rebel ship in the expansion disk B-Wing: 
Tour of Duty. 

The Imperial Navy Wants You! 

The Emperor's dream of bringing 
order to a chaotic galaxy is a noble one, 
and they need you to be part of it. Being 
a pilot in the Imperial Navy means flying 
for one of the most elite branches of the 
Imperial forces. 

At long last, TIE Fighter has hit the 
shelves with a roar of ion engines. The 
player takes on the part of a new Imperial 
Navy Academy recruit and is a cog in 
- Emperor Palpatine’s mandate to restore 
law and order to the galaxy, TIE Fighter's 
story takes place just as the Rebels are 
leaving their base on the ice planet Hoth, 
Battles this time around take on more of 
a non-linear feel. You can now ask ques¬ 
tions of a briefing officer for a few clues 
as to how to complete the mission. Also 
included in TIE Fighter is a novella, “The 
Stele Chronicles,” This book sets the 


mood as it follows a cadet into training as 
a pilot in the Imperial Navy, The book 
serves to acquaint the player with new 
options to be had in this game, but deals 
with it as if it was really happening. The 
book is a good read and well laid out as a 
manual. 

As you enter the game again, you are 
greeted by the sign in screen, where you 

must sign in via the game's copy guard* 
After passing this, you find yourself on 

the main concourse bay, able to choose 
from seven different hatches. They 
include: Film Room, Tech Room (to learn 
about craft from both sides), Combat 
Chamber (much like Historic Battles from 
the X-Wing game, but from the Empire's 
perspective), Change Battles (you start 
battles here or change to another star sys¬ 
tem), Continue Battle, Training Simulator 
(such things as a devilish obstacle course 
of tunnels!), or Register (if in the game 
already you can go here and choose 
another pilot to play). 

TIE Fighter has improved in a large 
jump over X-Wing in look, feel and 
sound. If you have a stereo system 
hooked up to your computer, turn out the 
lights, sit back and enjoy! By this time you 
are probably thinking, “That sounds 
great, but is it worth purchasing TIE 
Fighter if 1 already own X-Wing?” 1 say, 
“Yes!" The game has a different outlook, 
and missions become much more tactical 
LucasArts really listened to the fans on 
this one, improving a lot and making it 
better. Some improvements include: Hit 
the enter key and match speed with your 
target. This is great when you need to 
stay on the tail of those Rebel scum! 
There is also a 3-dimensional mapj you 
have got to see this one. In-flight message 
review is available, and for those who 
beat their head against the plate armor of 
their fighter in X-Wing, TIE Fighter has a 
difficulty level adjustment, A player can 
choose from easy, medium, and hard. 

Ship arming is done before you are 
launched into the blackness of space. If 
your ship is armed with more than just 
lasers, you will decide what type of extra 
weapon your vessel will carry. These 
include the concussion missile, proton 
torpedoes, heavy bomb, or heavy rocket. 
Each of the warheads has a different func¬ 
tion. it will take a little practice to learn 
which warhead is most effective against 
each target* 












THE DESIGN REVOLUTION CONTINUES 

WCir*BEVOMD OUR 

KNOWLEDGE 



‘R'ldse maps wofo all 
primsd diJ^ectfy from 
Ca/npaign Cartographer 


Compoign Cortographer kiuitchad m Ocfobtr 1993, wai the fifil K cxMiipdltle Con^uler AiM 

Defign(CAD) software ipeckilty for RPG'i. Now thot ravokitiooory gome aid u 
complemefited by Dungeon Designer^, imelherfirilfrom PtoFanfeoey* 

CAMPAIGN CARTOGRAPHER ^ 


Derived from award winning professional CAD 
softwore and disFinguished by a host of specialist tools, 
Compoign Coilographer'^ is ihe smart, revolutionary 
woy to create detailed ond attractive mops and designs 
for RPG's. Add any omount o( detail, zooming from 
world view to an insect on o street in on instant. Hide or 
show feotures, secrete and text depending on who the 
mop is for and then print ot ony scale. 

100+ pre-detined terrain, ftora and landmark symbols. 

Bulid your own symbol library. 

Straight-forward drawng and editing commands. 

Text linking tar descriptions. 

Rapid placement for alt terrain, structure ar)d vegetation 

types. 

Show and hide related feature to produce custom maps. 

Re-use sections of completed inaps as the basis tor new 

designs. 

Optionai hex and square overlays. 

Create battle arenas, character records, etc in the separate 

General menu. 

Free Newsdisk tor registered users. 

Numerous example maps Induding the Jaw Peninsula/. 

3SO page tutorial and reference manual. 

Written in assembly language, making it the fastest PC CAD 

pad^e in the world. 


DUNGEON DESIGNER 

In giving role pfoyers the power to create any mop ort 
their PC ProFontosy started a revolution. Now od^nce 
even further with Dungeon Designer, the bfOfHl new odd- 
on for Compoign Cartographer. 

An extra menu, full of time saving features, gives you oil 
the facilities to easily design the dungeons of your 
imagination. There are no limitations. Simply sketch the 
outline you want then lei Dungeon Designer add the 
detail. Wolls with any thickness, rooms with any shope, 
corridors at any ongle and more than a hundred 
dungeon symbols. All with the aulhenHdty that you hove 
come to expect from Campaign Cortographer, 

100+ preened dungeon mailing symbols. 

Powerful new wall and door commands. 

Walls witti true thickness. 

Text linking to stvw descriptions whan room number 

is clicked on. 

Drawing linking to quiddy load parent maps. 

Detailed buidng floor plans eesHy produced 
Optionallv lock features to adjustable grid 
1000 room example Hermakhaz Dungeon. 

Concealed drawing layem for hidden features. 

More symbols, menus and fonts tor 
Campaigr Cartographer. 


System fequimriKfnte: PC, AT, PS/2 or compatible, MSDOS i.Q or higher, 1.4 Mb floppy drive, po^r^ device (eg. Mterosolt mouse) 
Recommended; a herd disk dhva and printer, CC drives 99% of all prititen and graphics cords to iheir y potenHd. 

Campaign Cartographer is $69.95 in the US, £49.95 in the UK and rest of the world 
Dungeon Designer is $24.95 in the US, £16.95 in the UK and rest of the world 

Dungeon [)esigr»c requires Compoign Cdrtographer 

Add on modules Including naw tymbols, catlitt and towns coming loon 

SEE FACING PAGE FOR ORDER DETAILS 
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Disks of Wondrous Power 


The overall fee! is of being part of a 
huge battle operation, and you can hear 
the pilots report in about kills, and new 
ships coming in. During the mission, if 
things are getting a little hot you can call 
in reinforcements to tip the scales back in 
your favor. If you exhaust your supply of 
rockets, bombs or missiles, you can call in 
a tug to re-arm. This is a very dangerous, 
since you will have to stop for the tug to 
dock. Don't do this close to any heavy 
fighting! 

You will start each mission with a set 
of goals given to you by your flight offi¬ 
cer, Occasionally, a cloaked figure will 
appear to give you additional goals from 
the Emperor himself. There are also 
secret goals for you to discover while fly¬ 
ing your mission. For example, in the 
heat of battle you must get close enough 
to containers or ships to inspect with your 
sensors. 

Overall events in the game with other 
characters makes you feel like this is 
indeed a huge universe, and a lot is going 
on. Another treat for players: A new ship 
is available later in the TIE Fighter game 
(providing you are successful in other mis¬ 
sions), the TIE Defender, So secret is this 
ship that it has not been published in the 
manual. 

The teams that worked on X-Wing and 
TIE Fighter have far outdone themselves. 
They are both remarkable achievements. 
What can the team at Lucas Arts possibly 
do to top TIE Fighter? This writer can 
hardly wait to see. 
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LOOK FOR IT AT A STORE NEAR YOU 


Virtual Fusion Publishing 

P.O. Box 26815 
San Diego, CA 92196 


Doom Hints, Tricks and Tips 


One of the most popular games on the 
market today is ID Softwares Doom* The 
first thing I have to say about this game is if 
you don't have the registered version, call 1- 
SOO-ID-GAMES and order the distribution 


version of the game. It is welt worth the 
mon^ to get the extra levels and the extra 
guns for a game of this quality. 

The weapons includ^ in Doom are the 
core of the game. The following list indicates 
the weapon, ammo, and relative usefulness 
of the guns. 

Fists* Everyone starts out with two 
weapons, this is one of them. Fists are not 
really all that useful against any creature with 
a ranged weapon. That's most of them. You 
don't do a lot of damage unless you are 
berserk, and you need to find the black first 
aid kits for that. 

Chainsaw. The chainsaw is a hand held 


weapon that does large amounts of damage 
to all the creatures in the game. It has two 
major features that make it a worthwhile 
weapon besides the obvious blood and car¬ 
nage you get to see graphically displayed 
before you. First, the chainsaw doesn't 
require any ammo so you never have to 
worry when your ammo levels begin to drop. 
Second, and more importantly, Evil creatures 
in Doom seem to have trouble attackirtg you 
while being chopped down with the saw. If 
you can rush into range with chainsaw hum¬ 
ming, you can usually cut a large path 
through the bad guys and take very little 
damage, 

PistoL This is the other weapon you start 
with. It is fairly utilitarian, but it has a slow 
fire rate and doesn’t do enough damage to be 
truly effective beyond the first or second level 
of any of the missions. You can find more 
ammunition for the pistol by picking up clips 
from dead soldiers or green boxes of 50 
rounds that aie scattered around certain lev¬ 
els. 


Shotgun* Probably the best alt around 
weapon for the shareware version. The shot¬ 
gun does large amounts of damage to indi¬ 
vidual targets. However, because the shots 
will also scatter somewhat, you may be able 
to hit multiple targets with one shot. Boxes 
of shotgun shells are liberally scattered 
throughout all levels and all missions of 
Doom* 


Chain Gun* Also called the Machine 


gun, this weapon will hose down large num¬ 
bers of evil creatures from long range. It has 
a tendency to eat up ammo rather quickly, 
though, so if you open up on a large group 
on bad guys, be sure to watch to number of 
rounds you have left. The chain gun take the 
same kind of bullets the pistol does, so find¬ 
ing replacement clips Is not difficult. The 


major drawback to the chain gun is it is not 
very accurate. You will probably hit the wall 
more often than the evil creature across the 
way, but the sheer number of rounds being 
pumped out in a relatively short period of 
time insures a dead creature in the end. 

Rocket Launcher. The rocket launcher 
is a wonderful area-effect weapon. The 
effects of a rocket on your target and any 
thing else nearby is truly a satistying experi¬ 
ence... if you're into that sort of thing. The 
rockets will generally splatter any creature 
hit with it, with the possible exception of the 
bosses of the various levels. There are only a 
few creatures that require more than one 
rocket to destroy. Ammunition for the rock¬ 
et launcher is scarce. Ammo is only found in 
singles or boxes of just a couple of rockets. 
When you use the rocket launcher, use it 
sparingly. There is one other thing that 
poses a bit of a problem when using the 
rocket launcher. Since the explosion of a 
rocket is indiscriminate, if your target is too 
close to you, you will take as much damage 
as he will. 

Plasma Rifle* The plasma rifle is the 
first of two weapons that can only be used 
by players of the registered version. The 
oSasma rifle shoots large numbers of plasma 
jolts at enemy targets. There are fairly accu¬ 
rate and very deadly, A well charged plasma 
rifle can clear a room in seconds. Ammuni¬ 
tion for the plasma gun is more scarce than 
rockets. It is found in boxes that look like 
oversized car batteries. 

BFG 9000* The BFG 9000 has been 
dubbed the plasma cannon and the plasma 
grenade launcher. One round takes 40 
points of plasma cell ammunition, but it will 
kill almost every target in a room. The BFG 
9000 uses the same ammo as the plasma 
rifle and is reloaded in the same way. It does 
have one major advantage to offset the high 
power cost. If the plasma ball explodes near 
the player, it doesn't damage him, only the 
bad guys near him. 

The games designers at !D Software 
included several options that many people 
do not know about. There are codes that will 
allow you to ignore damage, jump levels, or 
max out your ammo supply. Those codes 
are: 

IDDQD* This puts the player into "God" 
mode. The player ignores all damage done 
regardless of the source. One of the most 
amusing things to do is to get the chainsaw, 
put yourself in God mode and run around 
hacking up bad guys while they can't do any¬ 
thing about it. Which leads to the next two 
codes, 

IDCHOPPERS* This code gives you the 

chainsaw without all the bother of actually 

taking it from it's hidden resting places. One 
other code will also get you the chainsaw. 
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Disks of Wondrous Power 


IDKFA. This code has been named for 
the messages it puts on the screen, "A Very 
Happy Ammo Indeed". This code will give 
you access to all of the weapons you can use 
in the game. If you only have the shareware 
version, you will get all of the weapons 
except the Plasma rifle and the BFG 9000, 
For the registered users, there are no limits. 

IDBEHOLD. One of the most useful of 
all the codes, this code allows you to activate 
power-ups. These power-ups include invul¬ 
nerability, light amplification, and others. 

IDDT. This code needs to be typed in 
while at the map screen. There are three 
levels to this command. First is the default 
map. This is the map that you start the 
game with. The first time you type this com¬ 
mand, the map will display every wall on 
that level. This is useful for finding secret 
doors and hidden passages. 

The second time this code is entered, 
several green dots will appear on the screen. 
This is the location of all Items on this level. 
Items include power-ups, Monsters and 
other obfects of interest. Typing the code a 
third time returns you to the original map. 

IDSPISPOPD, This is "No Clipping" 

mode. In layman's terms, that means you 
can ignore walls and other objects that just 
happen to get in your way. However, you 
also cannot pick up items you run across 
while in this mode. To turn it off, type the 
code again. The best place to use this code 
is on the map screen. 

IDCLEV. The last code covered here is 
the Level Warp. Using this code, you can 
warp to any level and any mission. After typ¬ 
ing the code, type the mission number and 
the level number as one number. For 
instance, Mission 2 level five would be 
entered as IDCLEV25. Be aware, however, 
that when you use this warp function it will 
strip you of all weapons, armor, and power- 
ups you found in any previous levels. 

ID Software also included a developer's 
mode for Doom. This mode allows you to 
do many things when starting Doom. A brief 
list is included here. 

There are more of these codes, but some 
things are better left to the people who write 
the games. The usage for the developer's 
mode is: DOOM -DEVPARM <Command 
List> 

Note: When entering the devparm com¬ 
mands, do not type the < or >. The follow¬ 
ing is the command list and what each one 
does: 

-warp <mission> <Ievel> : This places 
your starting point at the beginning of the 
mission and level you specify. 

-skill <leve] l-4> : Start the game at 
the indicated skill level. 

-episode <epi5ode l-3> ; Start the 
game at the indicated episode. This com¬ 


mand is only useful for the registered version 
since the shareware version only has one 
episode. 

-record <fileiiaine. No extensions> : 

This command will record your run through 
any one level. It will store the record in the 
file name you specify. The recording stops 
when you finish the level or you die. 

-playdemo <recorded file name with 
no extension5> ; This allows you to view 
the level you just recorded with the -record 
command. With it, you can show your 
friends where you found the secret room, or 
look back at where the monsters were for 
the next time you run through that level. 

The last thing I am going to include in 
this article is for experienced computer users 
only. If you have never worked with a hex 
editor, leave this section alone, 'nuff said? 

If you have access to Norton's DISKEDIT, 
you can use it to edit a saved file and really 

pump up your character. The first thing you 
need to do is start Doom and save the game 
immediately. 

Note which slot you saved the game in 
because that will indicate which file you need 
to edit. Now exit doom. Now you can edit 
your newly saved file and give yourself 999 
round of ammo in everything. 


First, the because of the way Doom saves 
files, you ne^ to subtract one from the slot 
you saved in. So, one becomes zero, three 
becomes two and so on. This new number 
becomes the save game number. 

Next, DISKEDIT DOOMSAV<save game 
number>.DSG. This will bring up the hex 
values on the left and the ascii value on the 
right. 

Now, in the lower left hand comer there 
is a number in decimal and in Hex labeled 
offset. Go to the following offsets and type 


E703 in the hex area. 

Offsets: Current Total 

Bullets: - 202 218 

Shot Gun Shells: 206 222 

Rockets: 214 230 

Plasma Blasts: 210 226 


Finally, restart Doom. Load your save 
game file. If you get an error, or the values 
did not increase, or they did not increase to 
999, check the save file and be certain the 
changes were made correctly. If they still 
don't work, pretend you never saw this sec¬ 
tion, delete the saved file and continue play¬ 
ing Doom like before. □ 


Together we can create 
the original work of an 
that wili bring your character 
to life. 

8/5x11 or 14 X 17 
color or black and white 

Also available 

T-Shirts • Mugs • Dice Bags • Buttons 

ITS ALL UP TO YOUl! 

Our work has been featured 
in products from: 

Shadis Magazine • Last Unicorn Gamas 
PolyHedron Magazine • Goldtree Enterprises 

and many othersi 

For an informative pamphlet send two 

postage stamps to: 





PO Box 528 

New Alexandria, PA 15670 
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A s many of you are well aware, 
SHADIS is an independent games 
magazine. Month after month we 
proudly state our independence on the 
cover right under the SHADIS logo. By 
doing so, we show our commitment to 
remaining independent and we subject 
ourselves to the scrutiny of our readers 
and advertisers. 

it's been a while since we explained 
our review policies, and with the enor¬ 
mous surge in readership we recently 
experienced, we thought it would be a 
good time to again state our policy on 
reviews. 

Growing pains prevented us from fully 
implementing our review program in 
1994. We spent the summer touring the 
conventions, recruiting qualified review¬ 
ers, and taking steps to improve our 
review coverage. 

As the page count of SHADIS climbs, 
we hope to expand our review coverage 
proportionately and thereby our level of 
service to our readers. 

First of all, a note to the game compa¬ 
nies. As of this issue we would ask that all 
review copies for game materials and 
computer software be sent to the main 
Shadis office at 17880 Gray stone Avenue 
#203 Chino Hills, CA 91709. 

There are several staff reviewers and 
we need to centralize the source of mate¬ 
rials for distribution so that we know what 


CI.OSEK. 

EOOK 


Role-Playing Game Reviews 


is currently out for review. All materials 
that are received are logged (as of Sep¬ 
tember 1), showing the date the product 
was received, reviewer assigned and a 
tentative date for the review to be com¬ 
pleted. Please allow thirty days from ship¬ 
ment before inquiring about the status of 
a review or product. 

Secondly, if you are interested in being 
a line reviewer for SHADIS, we ask that 
you send a sample of your writing and 
your preferences concerning game sys¬ 
tems and/or genres. 


ATTENTION 
GAME COMPANIES 

It has come to our attention that sev¬ 
eral individuals have been soliciting and 
accepting review copies of games and 
materials from various companies, claim¬ 
ing that they represent SHADIS maga¬ 
zine and/or that they have been selected 
to write a specific review. 

ALL review materials should come to 
the SHADIS office to the attention of the 
Editor (Jolly Blackburn) or the Advertis¬ 
ing Director (John Zinser). (We request 
£luo copies of each product If possrbfej. 
No one else is authorized to pick up 
review materials at conventions or have 
product shipped to an address other than 
the SHADIS offices. 

This policy allows us to assign quality 
reviewers and to ensure that your prod¬ 
ucts are logged and reviewed. Please 
inform your staff about our policy and 
update your records. 

All materials should be shipped to: 
SHADIS, 17880 Greystone BW #203, 
Chino Hills, CA 91709. Feel free to call 
(909) 371-7336 to check on the review 
status of products you have forwarded. 


SHADIS* Review Policy 



we receive a new product or 
supplement for review the first step is to 
enter the material into a log for account- 



We next assign an independent 
reviewer to read the materials cover to 
cover and play-test sections of the materi¬ 
als as necessary for an encapsulated 
review. 

Encapsulated Reviews.The encap¬ 
sulated review is a general overview of the 
materials presented and initial 
reactions.These short reviews allow us to 
cover more products in each issue in a 
timely manner. 

Feature Reviews. After the encapsu¬ 
lation is written, selected material is cho¬ 
sen for Feature Reviews. Such reviews 
are only written after the product has 
been played In a gaming environment, 
(i.e. around a table with a group of 
gamers). 

If the materials are supplemental to a 
larger game system then every effort will 
be made to assure those materials go to a 
game master familiar with those systems. 
By matching supplements with gamers 
familiar with the parent system, the mate¬ 
rial will be evaluated on its own merits 
and not on the perceptions of a reviewer 
unfamiliar with the parent system. 

Our goal is to provide reviews that are 
informative, accurate and fair — both to 
the consumer and to the company con¬ 
cerned. We expect you to keep us on our 
toes in the coming year. Your comments 
and suggestions are always greatly appre¬ 
ciated. 
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Closer Look 


Legend Quest 

Board Enterprises 
RPG System 

Reviewed by Dirk Dejong 


Like a small, but increasing, number of 
RPGs, Legend Quest doesn't fall into 
the trap of rigid and often artificial char¬ 
acter classes. Instead, each character is 
given 250 points with which to buy attrib¬ 
utes, skills, and money. You're charged 
points on one of three grids (characteris¬ 
tics, skills, or money). In fact, these are 
the only charts in the whole game, and 
are laid out for simple, easy use. For 
example, the characteristic grid requires 
you to choose a race, cross index the 
attribute you're buying with a letter specif¬ 
ic for that race and characteristic, and buy 
characteristic levels on that letter's col¬ 
umn. It’s really simpler than it sounds. 
Let’s say you want a dwarf. A dwarf's 
Strength column is 'Q,' and you want 
level 5 in Strength. Cross referencing, 
you find this costs 16 points. Each of the 
other characteristics, skill levels, and 
money is found much the same way, with 
nothing being banned except that 
dwarves, elves, etc. cannot use mentalism 
e.g. Psionics. This allows you to tailor- 
make characters to your specifications. If 
you want a soldier who happens to know 
a little magic, no problem. Or a mage 
who's wicked with a sword. I've only 
found one real drawback to this method 
— you really need to make three or four 
characters before getting it right. Once 
you get the method down, though, the 
creation process flows very easily. 

On the plus side of the balance ledger, 
Legend Quest doesn’t require a large 
investment in dollars or time to become 
proficient, and is uniquely suited for first¬ 
time players, or those who've gotten 
burned out on mega-systems. It includes a 
decent monster list and an interesting sys¬ 
tem for mentalism. Some of Legend 
Quest’s best features are: a simple yet 
effective combat system based on skills, a 
highly flexible magic system that allows 
for multi-talented magic users with a justi¬ 
fication as to why they would know such 
diverse kinds of magic, and an excellent, 
realistic monetary system. Also included is 
a good selection of advice for would-be 
GMs. This last piece is something that too 
many games today leave out, taking it for 
granted that anyone who wants to GM 
knows how to do it. 


But there are some snakes in this par¬ 
adise. The absence of clerics could be a 
gaping hole for this genre. But the rea¬ 
sons for not including them, instead of 
bordering on the social and political lines 
of the gaming industry, are really game- 
design related. The designers really wanted 
to prevent gods and godlike abilities from 
pervading the structure and flow of a good 
scenario. To often these elements are used 
as a crutch. I congratulate a fantasy system 
that has not fallen into the trap of following 
the established fantasy genre. While you 
can get around the lack of Clerics through 
the Character creation process, give the 
game a try without them first. 

The only other element that may be 
seen as a problem is, while they've pro¬ 
vided good advice on how to design your 
own world, a good monster list, and even 
magic items to use as examples, there is 
no real world, or even society to work 
with in the rulebook. Talking with the 
designers reveals that there is a complete 
game world being released as supple¬ 
ments and adventures. So, if what you 
are looking for is a fully detailed environ¬ 
ment for play the general rule book will 
not provide. The system is purposely 
designed this way to prevent the rules 
from being directly attached to a single 
game environment. As presented the 
rules can be easily incorporated into any 
fantasy campaign. 

in the end , I give Legend Quest a 
big thumbs-up. It simply succeeds, where 
too many others don't, in providing a 
simple, easy-to-play fantasy RPG at a rea¬ 
sonable cost. For those just starting into 
RPGs, or who've been burned out by 
games that require ten to twenty books 
and more money than your college 
tuition, Legend Quest could be the fast, 
easy fix you've been looking for. 


Adventure Maximum 

Worldmaster Designs 
RPG System 

Reviewed by Dirk DeJong 


I should warn you that if you somehow 
get one of the rare first edition copies of 
this game, you should be prepared for a 
trip back in time to the days when RPGs 
were still written on typewriters. (Second 
edition is currently in the works). 


Also, if you’re into games simply for 
the art, this isn’t one of the recent spate 
of games released where the art costs you 
more than the game. Any decision to buy 
Adventure Maximum should be made 
on the basis of the worth of the system, 
not the artistic value of the book. 

Adventure Maximum is designed, I 
learned from Mr. McDonald, to enable 
the player to dump the system rules of 
other games while utilizing their world 
backgrounds. As such, Adventure Maxi¬ 
mum has no background presented, just 
the rules. 

On first delving into Adventure Max¬ 
imum, you find the core to the entire 
game is the Master Table, used for 
almost all conflicts. This is a simple, easily 
memorized table, which allows you to 
play the game without constant reference 
back to other numerous or complex 
tables. Other games have tried to do this 
and failed, but this time it seems to work. 

The next thing you'll notice about 
Adventure Maximum is the large 
amount of effort you'll put into character 
creation. This isn’t bad, as some of the 
best games require as much, or more, 
time on character creation. Adventure 
Maximum includes such items as charac¬ 
ter skills, handicapping for the player's 
skills, special abilities, social, financial and 
other forms of connections, and a com¬ 
plete section on your character's person¬ 
ality traits. Once you’ve finished an 
Adventure Maximum character, you'll 
have a great deal of Role-Playing informa¬ 
tion as well as a very complete set of 
character statistics. To facilitate this, char¬ 
acter sheets have all non-combat informa¬ 
tion on the front, and all combat informa¬ 
tion on the back. Included are extra 
sheets for magic-using, cyberneticaliy 
enhanced, or power-armor-using charac¬ 
ters, to reflect those special abilities. 

Combat’s designed to be fast and uses 
varied forms of attack and defense to help 
visualization. You won't find yourself just 
rolling dice in this game, but making 
active decisions about how you react in 
combat. Armor is handled uniquely, as 
each type of armor has a different defen¬ 
sive value against different forms of 
attack. Thus, chain mail is more effective 
against sabers than clubs. There are no 
hit points: each character having 10 trau¬ 
ma levels. The more an attack beats your 
armor, the worse the wound is. This 
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"A real gem of a game. One of the best systems rve ever seen ." 

Dragon Magazine 

is the type of game that legends are made of ” 

Game Shop News 








The city of Rhum is the most 
intricate, detailed city ever designed 
for a game system. With attention to 
every detail, Rhum is a place of 
mystery and wonder. The citizens of 
Rhum interact with the player 
characters and each other, giving it a 
life and realism unmatched in other 
products. Due to player demands, 
Rhum is being published as a series of 
city modules, each detailing one area 
or type of business. GMs can pick 
and choose which modules interest 
them and not waste time nor money on 
areas of the city their players will 
never visit. Rhum can easily be 
translated into other game systems or 
have specific buildings or people used 
in already existing campaigns. 





The 

Endless 



Dungeon 


Board Enterprises* first line of 
adventures is The Endless Dungeon. 
Originally run as a demonstration 
game at conventions across the 
country, hundreds of gamers have 
already play^ through the labyrinth of 
lairs and bases. Now we are releasing 
this mammoth series of adventures in 

j _ 

separate supplements. Each 
supplement contains the necessary 
m^s and descriptions for running the 
adventure, plus sample characters (at 
the correct power level) and enemy 
reference charts to ease the job of 
game mastering. Each mission can be 
run on its own or as a part of The 
Endless Dui^eon scenario. 


Board Enterprises is devoted to fostering role- 
playing. More than just combat rules, L^end Quest is 
a fully integrating role-playing game with rules that make 
sense. If you would like more information, please write 
to us at: 



Board Enterprises 
P.O.B ox 239 
Elmhurst, IL 60126 
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makes combat particularly lethal, and 
rewards characters who don’t get hit. 
Rules for magic and cybernetics are 
included. These are well done, but as 
Adventure Maximum doesn't have a gen- 
rci or background, specifics are not forth¬ 
coming* It’s in the magic section that 
Adventure Maximum's lack of a compre¬ 
hensive monster, spell, and/or artifact list is 
particularly felt* Rules for creating these 
items are included, but require the GM to 
invest at least a small amount of time* 

Adventure Maximum includes a nice 
touch in it's Luck system. The better you 
do, the more Luck points you accumu¬ 
late* These can be used to raise your 
skills, statistics, gain new abilities or con¬ 
nections, or simply save yourself when 
the going gets too rough* 

The icing on the cake is called Gaming 
Maximum, WorldMaster’s bi-monthly 
newsletter/magazine, whose 16 pages 
include new rules and adventures. Issues to 
date have included character wealth, falling 
damage, new spells, monsters, dark fantasy 
and horror, mecha Role-Playing, and the 
new psionlcs rules. At only $2.00 an issue, 
they've succeeded in providing more real 
support for this game than many larger 
companies attempt at any cost* 

Adventure Maximum is a really 
good example of the new multi-genrei 
furor, it's well organized, concise and pre¬ 
sents a very workable system in the clear¬ 
est manner possible. If the world is 
halfway fair, then a game's system, not 
it's artistic style, should determine it's suc¬ 
cess. If WorfdMaster Designs continues 
down the path they have chosen, they 
could very easily find themselves sitting 
on a real winner here. 


Immortal 

Precedence Publishing 
RPG System 

Reviewed by Dave Williams 


This offering from fledgling Prece¬ 
dence Pub/ishing was conceived and 
written by Ran Ackels. The premise for 
this game is that we, the gamers of the 
world, have the most viable chance of 
being the immortals that “went to sleep" 
in the early 1900's* As a group, we show 
“an intellect and imagination that is well 
above average for humans”. Because of 
your superior potential, in Immortal, you 


will be playing yourself as a character* 

However, because you are immortal, you 
will be able to draw upon your thousands 
of years of experience, as well as the 
“superpowers" that are inherent to the 
immortals* The downside is that you have 
to deal with the multiple personalities that 
you have created internally to coF>e with 
the boredom of living for centuries. 
Intrigue and politics between the immor¬ 
tals make up the focus for adventuring as 
the various groups vie for control of each 

other and the “twilights" (those poor non- 
roleplaying types who obviously aren't 
cool enough to be immortal). 

The only true problem with this game 
is that the rulebook can be really confus¬ 
ing* The layout of the rules doesn't seem 
well planned as the rulebook switches 
from background to game mechanics and 
back again with no real pattern* 

Most of these problems are being 
taken care of in the revision currently 
underway* However, even if the sections 
of the layout tend to overlap, by far the 
most confusing asp3€ct is that Mr. Ackels 
has decided to avoid those generic game 
terms that people have grown to under¬ 
stand, in favor of those that could lend 
the rulebook more flavor. This is not 
always a bad thing* It is just very notice¬ 
able in this brand new role-playing con¬ 
cept, After all, can you name one rule 
system currently on the market today that 
in its infancy was not considered complex 
in the presentation of new rules and 
nomenclature? 

Unfortunately, the result here is five or 
six people surrounding a book, arguing 
about what a word actually means in the 
game. Would you have guessed that the 
phraser “The motes of an immaculum are 
fixed unless your persona has additional 
escapades in the clash," actually means: 
“the points in a characteristic are fixed 
unless your character has additional 
actions in the turn.”? 

I didn't think so. That is the main rea¬ 
son for the addition of a very complete 
lexicon which was added after the first 
revision* At this writing I am currently 
using the Origins Version that is no 
longer in circulation* 

Having said that, please don't get the 
impression that it's too much trouble to 
bother with* This game is definitely worth 
your time to take a look at, if only for the 
amazing artwork that is scattered liberally 
through the rulebook. Created from com¬ 


puter altered images (mostly, anyhow - 
when I met him at Origins, Ran said that 
he was using a variety of techniques to 
alter the photographs: from inks, to air- 
brushing, and more,..) the pictures jump, 
glowing, off the page and the surrealism 
of the characters in the pictures implies 
the “halo that bums beneath our skin". I 
honestly love the artwork in this book, 
and in terms of the way that the art man¬ 
ages to capture the feel of the game, I put 
it on the level of Timothy Bradstreet s art 
in the Vampire the Masquerade rulebook. 

This is not a "hack and slash'' system. 
It's available if you want it, but the back¬ 
ground and setting are ripe for intrigue 
and roleplaying. There are internal con¬ 
flicts with the various personalities that 
you have formed within yourself, there 
are conflicts between the various immor¬ 
tal factions that compete for resources 
and power, as well as a conflict between 
all of the immortals and the “Sanguinary'' 
(an “evil bad thing" - sort of like having 
entropy as an arch villain)* The world 
background and history is well fleshed out 
and fits seamlessly into the system, as 
well as being 'the kind of place that it 
would be fun to play in'* 1 can't explain it 
better than that, but I'm guessing you've 
felt the same thing about certain systems, 
so you know what I mean. 

The game mechanics are fairly innova¬ 
tive as well. They have a similar feel to 
White Wolf's Storyteller system, but are a 
completely new system with a style that 
enhances the setting. Using a different 
colored die for each characteristic allows 
the narrator to set the difficulty of an 
action for several different characteristics 
and at different levels for each character¬ 
istic. (jumping across a gap while reload¬ 
ing a gun might be a simple test of 
strength and a difficult test of agility - in 
ONE roll)* 

In summary, this is a new, innovative, 
fresh system with a lot of style and a 
equal amount of promise. The mechanics 
are a good fit with the setting, which is 
very rich and emphasizes roleplaying on 
the grand scale* Immortal is sure to be 
among the classic games of the industry 
today. 
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Street Fighter 
White Wolf 
RPG System 

Review by Michael Hopcroft 


White Wolf has brought one of the 
most famous of video/arcade games to 
the role-playing table. Street Fighter: 
the Storytelling Game features all the 
characters and moves from the arcade 
game in a form that doesn't require 
incredible manual dexterity to enjoy. 
Indeed, people who can never get past 
the first screen in the video game are now 
able to enjoy the combat and all the 
secret moves. In addition, the characters 
have been fleshed out and they now have 
a whole world to fight in. The fact that 
actual role-playing is possible is just frost¬ 
ing. 

The game is about Street Fighting, a 
popular sport in which two or more com¬ 
batants fight each other with all the 
power and skill they can muster before a 
joyous crowd. Technically it's illegal in 
most of the world, but that doesn't stop 
Street Fighters from getting huge fol¬ 
lowings. But it's demanding. To reach the 
very top requires total mastery of your 


h ■ 

chosen martial art, your body, your will, 
and your mystic self. 

The Street Fighting circuit has other 
dangers as well. Because their fighting 
skill is so phenomenal, street fighters can 
do all sorts of things out in the wild world. 
An evil and powerful crime lord named 
M, Bison runs a sinister underground 
empire called Shadoloo. This organization 
frequently affects the circuit in ways hon¬ 
orable street fighters don't like, A street 
fighter's life outside the arena can be 
exciting, as he'or she uses her art as best 
they can to whatever cause they choose. 
Street fighters go all-out in the arena, but 
are tough enough to take it. Against 
unprepared thugs or soldiers, street fight¬ 
ers are totally devastating! 

To bring the circuit to the tabletop, 
White Wolf uses their popular storytelling 
system from the World of Darkness line. 
When creating s street fighter, players get 
to assign dots to attributes, skills and tech¬ 
niques. The player chooses a martial art 
that the character has mastered, ranging 
from Shotokan Karate to old-fashioned 
boxing. Each dot means you get a die to 
roll when checking against that area. The 
dots are divided by categories in character 


creation, so you don't have to worry about 
running out of character points on your 
basic attributes, and the system gives the 
player a great deal of flexibility. During 
this process you also choose special 
maneuvers your character knows and can 
use. 

These maneuvers are the heart of the 
combat system, a system that handles 
martial arts in a unique and effective way. 
After character creation, the player picks 
up a deck of “combat cards" and fills one 
out for each maneuver they know. The 
card shows the speed of each maneuver, 
how many dice you roll for damage, how 
far you move to do it, and anything else 
about the attack you want to know. Dam¬ 
age is determined by adding together the 
character's Strength, the relevant tech¬ 
nique (such as Punch), and the maneu¬ 
ver's own bonus. Speed is based on your 
Dexterity, as is move. 

During a combat, each character 
involved (including NPCs) secretly choos¬ 
es a combat card. Then each character 
announces their maneuver's speed. Then 
the lowest player reveals his maneuver 
and moves. Faster characters can inter¬ 
rupt the action to move and attack them- 
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ZodyGames 

,The Next Generation of Role-playing Games 


Presents: 

J^antasy ‘Earth 

Fantasy Role-playing System 

Why another Fantasy game? 

Remember the first time you role-played? You 
didn't know much about the rules, but you brought to 
the game everything you knew and expected about 
fantasy adventuring. Your character acted purely on 
that knowledge. In short, you role-played, and it was 
fiin. 

As time went by, you learned the rules, and, 
unfortunately, in most systems, you started learning to 
do things solely because the rules told you that they 
gave you an advantage. Some of the role-playing died 
when that happened. 

Fantasy Earth is about bringing back that 

environment of pure role-playing, unencumbered by the 

rules. Fantasy Earth is a redistic rules system, within 


the context of a fantasy setting. In Fantasy Earth, you 
won't have to choose between what you really think your 
character would want to do and what the rules say would 
give you an advantage. They are the same. 

The Fantasy Earth Basic Set features; 

2 books: the Basic Rules and the Book of Magic 
276 pages with all the rules you'll need 
a random, but fair character generation system 
a sldU-based system, in which any character can 
team any sldll, just like in real life 
a realistic yet playable combat system: skill counts 
heavily, but all characters are vulnerable 
an experience system designed to never encourage 
players to take actions solely to gain experience 
three distinct styles of magic 
over 100 pages of fully detailed spells and effects 

Ask your local game or hobby shop for Fantasy Earth or 
send check or money order for + $3 shipping (MA 
residents add $L25 sales tax) to: 

ZodyGames 
OneKendaU Sq.#178 
RO. Box 9171 
Cambrdige, MA 02139 

Sorry, we only ship direct within the continental U.S, 
Dealer and distributor inquiries welcome I 
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selves before the slowpoke can react. 
When any character is done moving (for 
slow characters who get interrupted 
often^ this can take a while,,,,) the player 
reveals the maneuver and attacks. There 
is no “to-hit" roll involved. The player 
rolls the number of dice that the maneu¬ 
ver calls for, and each success (usually a 6 
or more on a dlO) is a hit that is subtract¬ 
ed from the opponent's Health, 

To show how devastating that can be, 
look at the World Champion Street Fight¬ 
er, Ryu, whose stats are included in the 
game. When he throws his trademark 
Dragon Punch, he gets to roll a whopping 
17 dice! Getting hit with Ryu's Dragon 
Punch will definitely wreck your day — 
and probably your jaw too. 

In the arena, a combat lasts ten turns, 
during which each fighter does their best 
to pulverize the other. But these are not 
duels to the death as in a certain other 
video game. In fact, Street Rghter is a 
very non-lethal game, as only the GM 
decides whether or when somebody dies. 
All the mayhem, none of the guilt! And 
since combat is fast and furious, charac¬ 
ters outside the arena can KO gangs of 
thugs in seconds in traditional Bruce Lee 
style. WorJd of Darkness? Nah! 

The game is rounded out by character 
sheets for the ten 'honorable" World War¬ 
riors from the video game. They form a 
community of sorts, who all respect each 
others' abilities and who all oppose 
Shadoloo, When they fight in the arena, 
it isn't personal, (Will Ryu and Chun Li 
ever admit their love to each other? Stay 
Tuned!) They also all hit very hard. 

Street Rghter is a treat for fans of 
the video game. But even if you're all 
thumbs with a joystickj this can be a lot of 
fun. Among alt the games that simulate 
the kung-fu genre, Street Fighter is the 
fastest and mo^ explosive of the lot. 


Sun and Storm 
Storm Press 
RPG System 
Reviewed by E. Ken Cox 


In an embattJed universe, space is a 
sea of storms, stars are motes of sun, 
and tuorfds are terrariums for immortal 
Lvyrms. /n these worlds, magic breeds 
technology, and humanity struggles to 
survive against overwhelming odds,,. 


So the first page reads in The 
Enchiridion, the first book of the Sun 
and Storm: Dark Fantasy Role Play¬ 
ing Game, Make no mistake, the world 
of Merdesaur is filled with high adventure 
waiting to be discovered. The thing that I 
have enjoyed most about reading and 
playing in this system, is the extensive 
history with rich detail provided for the 
Divine Presence, or DP, to work with. 
While a workable game system is a defi¬ 
nite plus, I personally look for games with 
interesting new worlds to play in. Sun 
and Storm has expertly provided both. 
Most new game worlds I have encoun¬ 
tered have pretty much focused on the 
game environment in the here and now, 
or how the current situations have come 
to pass, Dave Pilurs has taken that con¬ 
cept one step further, as has been neces¬ 
sary for the development of this intriguing 
world. 

The first two releases The Enchirid¬ 
ion and and The Codex comprise the 
bulk of the Sun and Storm System, The 
Enchiridion is very well organized with all 
of the basic information needed to play 
the game. This would comprise what 
most of us would refer to as a players 
handbook. While the art and graphics are 
not the focal point of this book, they lend 
a very dark aiKi ominous presence to the 
presentation. Within this book you find 
the history of Merdesaur, On my own 
behalf, I would pick this one up if for that 
reason alone. Fortunately, for those not 
into this element of gaming, the remain¬ 
der of the book is excellent as well. Char¬ 
acter development is divided into several 
well defined steps and you are given the 
opportunity to develop characters step by 
step, or by following along with the cre¬ 
ation of a sample character. This, in and 
of itself, I admire. The materials tend to 
support not only the experienced role- 
player but someone new to this wonderful 
world in which we play our games. 

The game is what is clearly being 
defined in the industry as a skill based sys¬ 
tem. That is, just about everything you try 
to do in the game is based on a success 
roll against some type of category of skill. 
Even combat is redly nothing more then 
a skill roll, with damage determined by 
what level of success is achieved. With 
that in mind, lets look at what we see in 
this system. The statement, Everything 
you do in this game is a task, that 
appears in the chapter entitled The Rules 


of the Game clearly puts this game into 
the above category. The first step in the 
determination of success, is to determine 
the Task Strength, or TS for short. The 
formula for this determination is very sim¬ 
ple and encompasses the only math tool 
a Divine Presence, or DP(GM} for short, 
need master, TS=Base Score+Modi- 
fiers+Die Roll. The Base Score in this 
case would be those Attributes, Skills, or 
other abilities that apply to the given task. 
Modifiers can increase or decrease the 
chances of success based upon the situa¬ 
tion. Of course as in all role-playing the 
hardest part is to provide the randomness 
of the real world, and, as in most cases 
this is provided for with a die roll. For 
example, lets say you were attempting to 
outrun an enemy. Your speed is six and 
your endurance is four, the ground is 
rocky and the pursuers are undead and 
therefore have no endurance to check 
against. They will just trudge along until ‘ 
they get you. Your base score is 10, you 
receive a -2 for the damage you took 
before running away and +1 for your 
exceptional skill. This constitutes the 
modifiers applied and leaves you with a 
nine. Now you roll a D(10) and get a four; 
this gives you a whopping Task Strength 
(TS) of thirteen. Compared with a difficul¬ 
ty of intermediate at fifteen, you are 
unsuccessful at avoiding your pursuers. 
However lets say you had the skill of cam- 
ouflage at 3 and the materials were 
around to help you hide. You would then 
add the skill of three as a base score to 
the TS of thirteen which would give you 
sixteen to beat the difficulty at fifteen, 
which would have your pursuers passing 
you by while you hide safely. 1 have used 
this system to wonderful, quick effect. 
The result is a dice-based role-playing 
game in which any task can be rolled 
against, while at the same time not requir¬ 
ing a single skill roll if it gets in the way of 
the role-playing. Exactly what I enjoy 
most. 

How does the combat system work? 
Would you really be surprised if 1 told you, 
exactly the same way? Really, combat is 
just another type of task with damage 
being determined by the weapon and the 
level of success. For example, Haldor 
wants to make an attack with his great 
sword. He has a great sword (31), Attack 
(5), and a -7 point penalty due to fatigue 
and damage. His great sword provides a 
defense of six (6), He announces a diago- 
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nal blow across the chest. Pouring all of 
his expertise into the blow, he rolls the 
dice, and adds a four to the 31 skill, 5 
special ability, and subtracts 7 in penalty 
giving him an attack of 33. The target is a 
practice dummy and has a difficulty of ten. 
Haidor exceeded the difficulty by twenty- 
three. Now, take that times the swords 
damage modifier of six (23*6=138) for 

138 points of damage sending the dummy 
flying everywhere. Of course with the 
proper application of modifiers almost any 
combat situation can be simulated. 

What about magic? Its not ail that dif¬ 
ferent either except you are tracking a dif¬ 
ferent set of skills. The world of Merdesaur 
is filled with magic. Not the traditional 
magic us gamers have gotten used to but 
the fabulous realms of Technomancy. 

A wonderful blend of the scientific and 
arcane, magic is nothing more then ener¬ 
gy that needs be channeled like electricity. 
Great computers and circuits can and do 
exist, utilizing magical px>wer for their life. 
Simple machines focus magic energy to 
perform the simple day to day activities. 
Technomancy has the ability to perform 
most of what we are able to do in modem 
society but the question is, can you figure 


out a way to make it work? 

The Codex, the second book of the 
Sun and Stonn universe is filled to the 
brim with valuable information on how to 
run campaigns and adventures in the Sun 
and Storm universe. This would be 
referred to by those in the know as a GM's 
Guide, In here is information on how to 
create other characters, monsters, and 

minions. Included in the back Is an adven¬ 
ture to give the new Divine Presence a 
place to begin and an example of how to 
create his own adventures. While this book 
is a must-have for the Divine Presence, I 
personally recommend it as a tool to assist 
all gamers to become better GMs. 

The Terminus is the third offering in 
this line. As the Divine Presence Screen, it 
has ail of the most commonly used charts 
and tables on the inside while providing 
pictures of the Sun and Storm Wyrms on 
the back. Also included in this package is 
an adventure module, In the Face of 
Death, If your party has already read the ^ 
adventure in the back of The Codex, This 
may provide another outlet for a published 
adventure, given the fact that not many 
players pick up the GM Screens unless 
they are running the game. 


I have definitely saved the best for last. 
The fourth offering from Storm Press has 
an all new format and is a must-have for 
any role-player. The Wyrtnship Techni¬ 
cal Manual not only covers such mundane 
things as how the great Wyrmships oper¬ 
ate, but how fleets are formed, strategy, 
and operational procedures. This is not 
merely a source book for this game but is 
an excellent tool for anyone interested in 
the formation and strategy of planetary or 
space vehicles. 

While not all role-players are interested 
in the technical specifics, this book 
breathes life into those dull, stat-filled 
pages. On second thought I don't remem¬ 
ber any dull, stat-filled pages, and that is 
very rare indeed. At any rate, an excellent 
tool for just about any type of role player. 

As long as a few independent compa¬ 
nies continue to put out this level of quality 
product, this industry will continue to 
grow. Sun and Storm is destined to be 
around for quite a while. □ 
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PER.SPECTIVES 

The World of Miniatures 

By Ken Carpenter * B&W Photos by Don Witmer 







he was of much help to the mere unit, he 


I n past issues we've introduced minia¬ 
tures gaming, discussed miniatures 
gaming, even designed an army for a 
miniatures game,** {GeezeM When will we 
PLAY one?!). You'd think a miniatures 
column would cough up a scenario now 
and again, wouldn't you? 

When you bring up the topic of minia¬ 
ture games to someone who's never 
played one, the miniatures game that usu¬ 
ally gets a glimmer of recognition is Bat- 
tletech. Going into IVaJdenboo/cs or B* 
Dalton, about the only games that you 
can be sure you'll find are AD&D products 
and Battletech* i guess you'd have to cred¬ 
it FASA's marketing machine for getting 
Battletech out to mainstream America* 
For those of you who are unfamiliar 
with the miniatures world, Battletech is 
a futuristic game of combat between 
huge, armed and armored robots called 
‘Mechs’, These mechs are piloted by 
human mechwarriors, trained in the pilot¬ 
ing and gunnery of these metal mon¬ 
strosities* 

Behind the miniatures game is a role- 
playing game and a line of science fiction 
novels providing a strong background, 
interesting characters and involving plots 
that bring the universe to life* Battlctcch 
is also supported by an extensive line of 
excellent miniatures from Ral Partha 
(though they desperately need to re-do 
the Thunderbolt - hint, hint)* If you've 
never played Battletech or read one of 
the novels, you're missing out* [Issue ^12 
of SHADIS featured an introductory 
adventure for Battletech. — Editor} 

This column will take you into a Bat¬ 
tletech scenario where the forces of the 
Jade Falcon clan meet some determined 
mercenaries* This particular scenario 
requires more than the 3rd edition boxed 

set* 

You'll need Omni-mech record sheets 
for certain configurations (or you can cre¬ 
ate them if you have the blanks and some 
know-how), Inner Sphere mech sheets for 
two of the mechs, and the old 3025 


record sheets for the last three mechs* 
Special notes and rules required for play 
are included with the scenario* 

Before playing you may want to read 
through the scenario a couple of times 
and mark the existing damage on the 
appropriate mech sheets* 

Introduction 

Captain Barker tried to wipe the sweat 
from his bare thighs but only managed to 
smear it, causing drops to trickle irritat¬ 
ingly down his leg and onto the padded, 
vinyl seat* Only his involuntary scowl 
showed that he noticed the event, as he 
focused on his Heads Up Display. The 
crosshairs flicked from one side of the 
horizon to the other, constantly seeking 
some sign of the enemy he knew lay wait¬ 
ing out there* 

TT^e sun beat mercilessly down on his 
assault mech, a fifty foot tall Battlemaster, 
A small fan whined at high pitch, pushing 
air at his chest and arms, attempting to 
make the mechpilot comfortable despite 
the heat of the cockpit. Spread along an 
imaginary line, beside and slightly behind 
the Battlemastcr, were the remains of his 
mercenary company* Down to just five 
mechs now — at least they had received 
total refurbishment at the mech facilities 
just hours before* The mechs were in 
peak battle readiness* 

Barker's comm-link lit up, not the 
green light that signalled tight beam local 
comm from a lance member, but the yel¬ 
low light notifying long range microwave 
comm. He clicked on the receiver/trans- 
lator and signalled readiness. 

“Barker,” came the familiar voice of 
his employer, “we have just launched the 
tracking satellite. I can't tell you how long 
it'll stay in the air, but we did upgrade the 
armor as you suggested." 

Barker didn't care for most of his 
employers, and this one had gotten most 
of his company badly chopped, but he 
was a well meaning little man with a great 
deal on the line* Asides, whether or not 


had been totally honest with them on all 
counts.*, to the best of Barker's knowl- 
edge. 

“Thanks, President Saunders* Can you 
patch the transmission through to direct 
feed? I'd like to catch its view of the 
area* 

“No problem. Good luck Barker." 

The captain watched as the screen 
changed to snow, then to scrolling Sines 
and finally to the satellite's video feed, 
showing the arched horizon of the flea 
speck planet he had contracted to defend. 
The satellite pick-up focused, blurred as it 
zoomed into the search area, then refo¬ 
cused. 

He had just located his own position 
when a red flash blanked the screen, tak¬ 
ing all of five seconds to clear. 

Barker sighed. The satellite had been 
up less than a minute and the Clan drop 
ship had already traced it and was trying 
to knock it down* Good thing Saunders 
had upgraded the protective armor of the 
satellite*** The video feed continued, 
though slightly blurred* 

“There!" he whispered as he spotted 
the enemy camp on the screen* The pic¬ 
ture zoomed in closer* He could make out 
one heavy, probably that damaged Mad 
Cat, and a couple of mediums. He was 
sure at least one light had escaped the 
early morning surprise attack, so there 
should be four Clan mechs, maybe five* 

Suddenly, another red flash blanked 
the screen, but this time it was followed 
by the static of a dead comm-link. 
“Scratch one satellite.” Barker noted 
calmly* He already had what he needed* 

He switched his link over to tight beam 
comm, for talking to his command. In this 
mode their communications couldn't be 
picked up by anyone outside of a couple 
hundred meters. 

“Listen up, people. The sat-link 
showed three black hats over ridge 314 at 
about 35 clicks* There's gotta be at least 
four, though, so watch your scanners. We'll 
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get there in under an hour so make sure all 
systems are lit up before we walk 'em 
down/' 

"Alpha team, you go wide east, Rogers 
and 1 will go to the west. Whatever hap¬ 
pens, nothing goes back north between us 
- nothing. Remember, those civvies back 
there have only a few Manticore tanks to 
protect them, we don't want a blood bath.'* 

Sgt. Forest came on the link right after 
Barker tuned out, ''Alpha team, form up 
and follow Tucker in. See ya, cap." 

“Keep to cover, Forest - everyone 
comes back alive, OK?" 

Forest’s answer came as a thumbs-up 
from his Thunderbolt. Barker turned his 
Battlemaster to face Roger’s 

Warhammer, he could see her looking 
back at him. He muttered a curse under his 
breath. He knew before all of this started 
that getting involved with her would be a 
problem - now he hated to let her go into a 
battle where he knew they had lost the 
edge. What if... 

The sneak attack that morning had 
been meant to cripple the occupying dan 
forces and allow the planet to reassert its 
independence. No large mechs were sup¬ 
posed to escapee, but the flank held by the 
planetary militia had folded, allowing the 
Mad Cat and Black Hawk to escape. He 
was pretty sure a Dasher and Dragonfly 
had made it through before he saw the 


heavier mechs get out - if not, then they 
were just missing in the casualty count. 

He signalled for Rogers to take position 
behind and to his right, then they moved 
out. They moved Southwest, toward a low 
ridge that separated him from his target, 
now some 30 kilometers away. They trav¬ 
elled in silence, neither wanting to doom 
the fight that was about to take place. 
Mech pilots are a superstitious bt. 

They reached the ridge and he took his 
first mech-level look at the terrain his 
enemy had taken to. He swore softly, 
admiring his enemy's choice of location. 
The valley beyond the ridge had large areas 
of forest, a few clearings and some hills 
scattered about. The satellite hadn't given 
him the cotkpit perspective that he would 
have liked, it might have changed his 
approach. But the decision was made and 
his forces split. 

He looked across the trees to the largest 
clearing. That would be a killing zone. He 
was sure the large mechs would take posi¬ 
tion near that clearing to take advantage of 
their firepower across open ground, while 
the smaller mechs would speed through the 
trees using their maneuverability to tip the 
scale. This wasn't going to be pretty... 


T aurus IV’s system sat at the fringe 
of the Jade Falcon's claimed terri¬ 
tory. Without any strategic value or great 
mineral wealth, there was little hope of 
assistance from the Federated Common¬ 
wealth, should the Clan take the planet. 
The whole of the planetary defense was a 
poorly trained militia and a veteran tank 
corps, neither of which could stand to up 
to a single star of clan mechs. 

President Saunders, the central politi¬ 
cal figure of Taurus IV, went off planet to 
find a mercenary unit that would garrison 
his home world. He hoped that even a 
small garrison, such as a company of 
mechs, might make the clans decide that 
the planet wasn’t worth the cost to take. 
Unfortunately, it didn't work out that way. 
The Jade Falcons either decided he was 
trying to defend something of value or 
they just didn't want more mercenaries 
that close to their flanks. They attacked 
Taurus IV. 

Rather than fight a doomed, direct con¬ 
flict, the mercenaries retreated to the hills 
and forests, fighting a guerilla war against 
the occupying clans. Finally, with a great 
deal of planning and some crucial intelli¬ 
gence reports, the mercenaries made a 
pre-dawn surprise attack on the main clan 
compound, catching most of the clan 
mechs down for repairs or without their 
pilots. A few clan mechs were able to 
power up and escape so, after a quick 
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refit of their mechs, the remainder of the 
mere force set out after them. 

It was known that a clan dropship was 
stiil in orbit but, at the mercenaries' 
request, the government launched an 
expensive observation satellite to help 
locate the enemy mcchs. The clan ship 
located and shot the satellite down, but 
not before it spotted the clan mechs’ 
position. The meres split their force, hop¬ 
ing to pin down their foe, then moved in. 

That’s where you come in. You and a 
friend will need to play the opposing 
forces and determine whether the planet 
remains occupied and controlled by the 
Jade Falcon clan or if it struggles free and 
declares independence. If independence is 
declared, there is a good chance that the 
Falcons will leave the planet alone, since 
they now know the planet has little value 
and the mercenaries are a mere shadow 
of what they once were. 

You will need to set three map boards 
side-by-side for this scenario. The center 
map should have a good amount of open 
area and a few mountain hexes (one of 
the maps that come with the game would 
be fine), while the other two should have 
a considerable amount of forest and some 


mountains. Map Set 2 (or was it 3?) had a 
couple of map boards that will work for 
this. If you play table top Battletech (with¬ 
out map boards), then follow the general 
terrain description above, but your play¬ 
ing area will obviously have to be larger. 

The mercenaries should be approach¬ 
ing from the edge of an end map 
(whichever has lighter forest). They will be 
split into the two groups as noted above, 
and those groups must be separated by 
18 hexes. 

The Jade Falcon mechs can start any¬ 
where on the farthest board, opposite the 
meres, but each clan mech must start 
within 4 hexes of a friendly mech. 

Mercenary Forces 

Alpha Team 

-Thunderbolt {3025 config) 

-Whitworth (3025 config) 

-Whitworth (3025 config) 

Barker's Team 

-Battlemaster (3050 config) 

-Warhammer (3050 config) 


The Mercenary Objective 

To destroy all of the clan mechs or 
force them to retreat away from the mer¬ 
cenary entry edge. 

Prevent their escape to the north (the 
mercenary entry edge), where they could 
reach and do damage to civilian popula¬ 
tion and the mech facilities. If the facilities 
were damaged, the mercenaries would 
have problems with repair and reload. In 
addition, it's important to the mercenaries 

that they stay alive and keep their mechs, 
the life and livelihood of a mech warrior. 

If the clan mechs break free and attack 
the civilians, that could have far-reaching 
impact on the political aspirations of the 
mercenaries' employer and, therefore, 
their payment. 

When the meres disable a clan mech 
(can't/won't stand or all of the significant 
weapons have been disabled) the mere 
player receives 1/10th {10%} the tonnage 
of the mech in victory points (rounded up). 
If they destroy a mech, they receive l/5th 
(20%) the tonnage in victory points. 
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Jade Falcon Clan Forces 

-Mad Cat {config D), 7?i is mech uws dam- 
aged t/ie stirprfse attucfc. /ts left arm has 
been shot off (induding the ER PPC), and it 
has fosC Che /o(/ou;frg armor,- - 12 CT, -14 LT, - 
9 RZ ^18 RL, -JI LL, 8 RA, S CT(Rl it also 
has only 11 volleys left for the Streak 6 missf/e 
taunchers. 

-Black Hawk (primary config) Has lost 
only armor; -2 HD (plus a pilot hit), 5 RL, 4 
LL, 12 RZ-10 CT. 

-Dragonfly (Config D), No damage hut If 
had to leave LuiChouf a full ammo reload. It has 
7 shots remaining with the Streak 6 and 11 
volleys with the LRM 5* 

‘Dasher (primary config), No physical 

damagef full ammo load. It u?as hauir?^ its 
MASC worked on when the aftaclc occurred. 
When the MASC fs activated, the leg actuators 
utiJJ freeze up on a 4 or less on the first Currj 
and this number uiii/ increase by one for each 
consecutfue turn the MASC is used- 

The Clan Objective 

To destroy the mercenaries or exit off 
the northern map edge largely intact. If 
the mechs can get back to the mech facili* 
ty they can damage or destroy it and will 
be able to have the Dropship pick them 
up. Alternately, they would be able to 
destroy large areas of the city. 


For each mercenary mech that the 
clan mechs destroy, the player receives 
l/5th (20%) the tonnage of the mech in 
victory points. For each clan mech that 
exits off the north map edge, the clan 
player receives 1/10th (10%) the tonnage 
in victory points. 

The victory points work this way for 
the clan because the pilots would much 
prefer a good fight to an ignominious 

retreat. 

Victory 

This will be determined by counting 
victory points when the game is over. The 
winner is the player with the most victory 
points {imagine that). Additionally, one of 
the players may surrender or retreat if the 
battle appears lost. 

If the difference in points is less than 
4, then the victory is marginal. If the dif¬ 
ference is 4 to 10 points, then the victory 
is tactical. If the difference is greater than 
10 points, the victory is decisive (e.g. 
you've been whopped-up on). 

Strategy 

The mercenary player will want to 
converge on the clan player and set up 


crossfires, making it difficult for the clan 
player to move without becoming a tap 
get. If the mercenaries can get close 
enough to use physicals, they have a big 
advantage because clan pilots don't use 
physical combat. 

Try to keep the clan mechs going up 
the middle, but don't let yourself get 
ganged up on. To have a decent chance 

of success, you have to take out two of 
the enemy mechs. Take all the reasonable 
shots you can get at the lighter mechs 
because they will go down easier. Play it 
like you're controlling a pack of wolves 
trying to pick a couple of young or sick 
animals out of a herd. 

Try to concentrate fire on the same 
mech, where possible, so you can wear 
one down. If you can down a mech, the 
clan player will have to stay and slug it 
out to steal back the victory. 

The clan player's best chance is break- 
ing through and exiting off the north 
board edge. Resist the temptation to slug 
it out, the mere has more, though not bet¬ 
ter, firepower. Why not better, you ask? 

The Mad Cat has a clan ER PPC, 
which will do 15 points of damage to one 
location. That's a potential kill every time 
you hit, if you are very lucky and hit the 
head. But 15 points even in the chest is 
significant, since that is 50% or more of 
the armor for any mech in this game. 

Don't split all up. If the meres can trap 
just two clan mechs and cut them up, 
they will have won. Do some damage as 
you pass, and you might stay an extra 
turn or two if you're sure you can get a 
kill, but otherwise keep moving. 

If the meres get a kill on you, you'll 
have to stay, or they could win on points, 
even if you escape. 


Miniature lie views 

The content of this column isn't very 
well balance, Tm afraid. These photos are 
the remains of our last photo shoot and, 
due to Origins and GenCon, we didn't 
have time for another shoot. We’ll get 
everything just right for next issue, O.K,? 

This issue marks the first appearance 
of the new miniatures rating system that 
I'll be using. I have avoided a numeric or 
star rating system in the past because 
they can often be unfair. However, due to 
requests from all over (readers and minia¬ 
ture industry people alike), this system 
has been worked out to present figures as 
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Manticore 


the waist, hose and knee-high boots, our 
female thief is ready for a night out on the 
town. She is settling into a crouch and 
drawing her sword, ready for anything. 

Her clothing and hair are well done. 
Her face bears a startled expression, 
caught in the act! A great figure, painting 
should be a breeze - with all the folds in 
her clothing making shading and high¬ 
lighting a simple task, 

Manticore 

Ral Partha's AD&D 2nd Edition™ line 
Sculpted by Geoff Valley 
#11-477 ♦ 25mm ♦ $6.95 

Technical: 6 ♦ Artistic: 6 ♦ Value; 4 

The manticore comes in three pieces, 
the body and two wings, and is simple to 
assemble. 

A mold line runs the length of the 
body, top and bottom, but is slight and 
shouldn’t be noticeable. The line crosses 
the face and gets into some of the detail 
there, so be careful during clean-up. 
Assembly, as mentioned above, is easy 
but you will need some epoxy putty due 
to the loose fit of the wings. 

The figure, which is landing at the end 
of flight or a leap, is a bit two dimension¬ 
al. If you carefully bend the tail a little in 


one direction or another it will do won¬ 
ders for the flat feel of the piece. 

The wings, which are wonderfully bat¬ 
like, help alleviate the two-dimensional 
feel as well. The detailed fur and mane are 
good, and I like the spikes along the crea¬ 
tures back. The landscaped base includes 
rocks and gravel, lending some continuity 
to the figure as well. Geoff has done an 
excellent job on the proportions and mus¬ 
culature. 

Villains/Forgottcn Realms 

Ral Partha’s Battlesystem™ line 
Sculpted by Jeff Wilhelm, 

Jim Johnson, and Dave Summers 
#11-955 ♦ 15mm 4 $6.95 

Technical: 9 ♦ Artistic: 9 ♦ Value; 6 

This set contains the 15mm versions 
of Fzoul Chembryl, on foot and mounted, 
Killithor (the lllithilich), Manxam (the 
beholder) and a mindflayer. 

There are numerous threads, from 
vents created to ensure a complete fill of 
the mold, which clean off easily. The fill 
was complete, which is amazing consider¬ 
ing the way the mounted Fzoul is carrying 
his seep ter/weapon and the fine digits of 
Killithor and the mindflayer. Parting lines 
are practically non-existent, which is very 


fairly as possible. They will be rated on a 
scale of 1 to 10 in three categories- Tech¬ 
nical, Artistic, and Value. 

Technical will rate the quality of the 
moidsmanship, ease of assembly and relat¬ 
ed qualities of the figure. Artistic rates the 
level of detail, proportions, and the 
impression that is created by the figure. 
Value will rate the ‘bang-for-your-buck’ 
aspect of the figure, balanced by the other 
two categories. An example of this balanc¬ 
ing act is: a fine figure that receives high 

artistic and technical ratings, but is also 
high priced, may get an average or better 

value because the piece is worth it. 

[ hope you find this system helpful and 
would love to hear your thoughts - do you 
like the rating system? The column? Is 
Elvis really dead?... whatever. Write the 
column at: New Perspectives, P.O. Box 
9, Murrieta, CA 92564. Until next time,.. 


Female Cutpurse 

Female Cutpurse 

Ral Partha’s All Things 
Dark and Dangerous™ line 
Sculpted by Geoff Valley 

#02-339 4 25mm ♦ $2.15 

Technical: 7 4 Artistic: 7 4 Value: 6 

■ 

This figure may very weil be your 
female thief character! Not just another 
lifeless thief, the stance and character of 
this piece make it worth painting up. 

A slight parting line runs along the 
insides of her legs and along her scab¬ 
bard. Other than that, this is an excellent 
example of moidsmanship and casting. 

Dressed in swashbuckler fashion, com¬ 
plete with bloused sleeves, sash around 
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Miniatures 



Check out the miniatures 


Check out the price.... 

(most packs retail for $5.50 and have three iSgtues w/slotted bases) 



Qotdicrs 

~ 40 Jarvis Street 

Bin^jaratao, NY 13905 
607-723^556 


e.xce.ptioM to 


Call to find out the nearest retailer to you! 
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ViUians/Forgotten Realms 


off of something this small? Well, maybe 


helpful for figures of this scale. (Can you 
imagine trying to file extensive mold lines 

-- 1 

Receive 

$ 50.00 

in coupons 

When you send $4.00 to: 

Grenadier 

Models 

1994 

Grenadier Mega-Catalog 

P.O. Box 305 
Springfield, PA 19064 

Become a Grenadier 
V.LP. and Receive 
Special Surprise Mailings. 

_ I 


if you’re into 5mm Napoleonics,) 

The detail is exceptional, despite the 
scale. The sculptors’ time and effort have 
definitely paid off for these figures. Fzoul 
is attired in layers robes and his trade¬ 
marked high collar while his horse has an 
about-to-rear stance. The eyes of Manxam 
are in two dimensions but a little careful 
manipulation can break that up a bit 
(manipulation and break, interesting asso¬ 
ciation of words...}. 

The other figures are highly detailed as 
well, in flowing robes and all manner of 
detailed trim. 

Diamond Dragons 

Grenadier's Dragon Lords™ game line 
Sculpted by Sandra Garrity 
#5714 ♦ 5mm ♦ $5.50 


Technical: 5 ♦ Artistic: 7 ♦ Value: 6 

While I haven't actually played the 
Dragon Lords game I have heard a lot of 
good things about it and, since I usually 
get into miniatures games because i really 
iikei^the figures, these dragons may 
encourage me to get it. 

Both dragons have minor parting lines 
along their bellies, but they clean up with 
some care. 

Because the dragons are so detailed 
you will have to use knife and file, making 
very short cuts nnd strokes. 

The dragons are very good. Not many 
pieces turn out this well at this scale but 
the facial and body features of the drag¬ 
ons are very distinguishable and well 
done. The wings fit pretty well but you 
will want a dab of putty to blend the joint. 

KMM-'ISX Crusader 

Rafm’s Mekton* line 
Sculpted by Stephen Woo 

#1017 ♦ l/285th ♦ $7,50 

Technical: 4 ♦ Artistic: 7 ♦ Value: 4 

Heavily influenced by japanimation, 
Rafm’s line of Mekton figures is attractive 
and impressive. 

The Crusader has parting lines across 
its shoulders, arms and down the legs. 
There are some heavy lines between the 
legs, so it’ll take a little time to get it 
ready to paint, but no detail should be 
affected. 

With sharp angles, hard lines and 
heavy details, this figure should paint up 
easily and well. Weapons, exhaust vents. 



Diamond Dragon 
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Crusader 


stabilizers and ramjets adorn many sur¬ 
faces of this battle machine. The 
head/cockpit area is very well done, as 
are the legs and chest. 

Though a bit high priced, this figure 
will definitely please Mekton and experi¬ 
mental Robotech and Battletech players.Q 





Complete Set of 
Star Corps Miniatures 

23 Figures In Lead-Free Pewter 
plus Game Book 

$ 39.95 

Complete Set of 
Critter Commandos 


Send a S.A.S,E. for price list. Or 
send $1.00 (refundable with order) 
for our photo illustrated catalogue to: 

LANCE & LASER MODELS, INC 

P 0. Box 14491 - Columbus, Ohio 43214 


32 Figures In Lead-Free Pewter 
plus Game Book ($67.95 value) 


$ 59.95 

(without game Booh $54.95) 
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coine. The End is now 


in 1995 from 


Quintessential Mercy Studio 


Rapture, The Second Coming is a QMS trademark 
for its Roleplaying game of Theological Terror. 
Copyright ® 1994. All Rights Reserved 

































--FiriiEHksJn^ ^ the Rfig bf J.fLft. Tohien 


Full Registration. 

{Includes: R jlebook 3' x Z Full Cobr Map, First Two 
Turns FREE! & 3 Month Subscription to GSI's Newsletter.) 

Turn Fee (2& 3 week games available)..— 

RulobOOk Al0n6 (WIII apply toward registfallon). 

Full Color Map (Add $2.00 for mailing in tube) .... 

CREDIT CARDS ACCEPTED 


POBok 160129 Miami, FL 33116-0129 <305)274-5559 


Prodi^ced in agree^aent with Iron Crown Enterprises, liK„ Charlottesville, Virginia, the ejtcle^Sive holder ol (he iwrW wide 
Fantasy Role Playing Game and Adult Boardgeme license based on J.R.R. Tolkien’s THE HOBBIT® ME'PBM'“ is a 
trademark properly of Tolkien Enterprises, a division of Elan Merchandising Inc,, Berkeley, CA: no unauthorized use 

permitted. 


is a simulation of J.R,R. Tolkien's classic confrontation between 
good and evil. In the game^ 10 players of Qood {Free Peoples) battle 10 
players of Evil (Dark Servants) while 5 Neutral Players ponder when to 
choose sides. Lead armies of the Free against the onslaught of Evil or support 
the Darkness against the coming of the Light! Create your own characters & 
portraits, and track all the events that occur on your fuU color 3'x2' map. 


1993 GameManufaciurers Associalion Award 


Game Manufacturers Association Award 


Plav-Bv-Mail Association 
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Special Play-By-Mail Section 

Edited by Patrick M. Rodgers 


S ometimes I will receive a call from a 
PBM ally when I have guests over. 
Depending on the urgency of their 
call, and the nature of the guest, I will either 
speak with them or ask if I can call them 
back. The former can be far more amusing; 
Illuminati and Family Wars are two of 
the best games for that. Everyone who's 
played either game for any length of time 
must have an amusing story about a friend 
or family member staring in horror as they 
blithely discuss plans to infiltrate the cocaine 
smugglers, or assassinate the head of the 
Garibaldi family. 

Usually, the call will necessitate a trip to 
the filing cabinet for my file on that partiew 
lar game. After a particularly intense call, 
Tve occasionally had a (non-PBM) friend 
ask, "don't those people have lives?'* I usual¬ 
ly give them the stare of doom before semi- 
gently reminding them that I am one of 
"those people.” "Oh, well, besides you, I 
mean,” they say, as if fm somehow differ¬ 
ent from the vast majority of PBMers. "The 
people that run these games/’ they ask, 
"what else do they do?'’ 

This issue, the answer seems to be that 
they - er, well, in the interest of not violating 
SHADIS' "family values” policy, well say 
that they “pair off/’ Congratulations to 
Kevin and Tammy, longtime Monastic Soft¬ 
ware co-conspirators, on the event of their 
wedding (they were voted "Cutest Couple” 
in the AndCon *93 vendor room). Replica¬ 
tion is a centra! theme of Monastic’s unique 
game, You’re an Amoeba* Go! and has 
absolutely nothing to do with Fantasy 
Workshop’s Centurion* which is why it's 
odd that birth announcements come from 
the latter. Jeff Gross of FW announced the 
birth of his son, Michael Isaac Gross, on 
June 27th. No word yet as to when daddy 
lets the boy fill out his first tumsheet. Private 
detectives scouting the Coconut Council, 
Jnc. headquarters report that Todd Hintz 


recently slipped away to parts unknown. His 
excuse? Recently married. Have the recy¬ 
cled paper manufacturers started putting 
aphrodisiacs in the paper? Only the folks at 
alt.conspiracy know for sure... 

Astute readers will note that there is no 
"Ship Ahoy!” column this issue. As occa¬ 
sionally happens, wc didn't receive any rule- 
books for new games. However, there Is a 
wee bit of news to share. Game Systems 
Inc. announced a new scenario for their 
wildly pxjpular Middle Earth product. The 
new game evidently takes place in a differ¬ 
ent time period, and features all new arti¬ 
facts, nations, etc. If it's anything like its 
predecessor, it should be a definite nominee 
for Best New Game of 1994. Also, Flying 
Bu//afo Inc announced that it will be start* 
ing new games of Lizards, its new license, 
shortly. The Lizards rulebook evidently also 
contains copies of the rules of some of FBI’s 
older games. The game features laser-print¬ 
ed maps and lots of silly fun; contact FBI for 
more info. Tiijin Engine Gaming's new 
space combat game, Death by Starlight, 



made its debut at Origins; more informa¬ 
tion to come. Finally, the Email address for 
Madhouse (UK) was omitted from last issue; 
post to 71524,2003 on CompuServe’s 
PBMGAMES forum, or (if necessary} Email 
them at 71524.2243@compuserve.com 

The Coconut Council has informed us 
that they will not be starting any new games 
of NctRunner. Whether the game will 
appear in the future in a different form is 
unknown. Ro/fing Thunder has announced 
that it will not be offering any new games of 
Warriors & Wizards; W&W junkies wiil 
have to get their fix from Roma Games in 
Australia. 

Paper Mayhem magazine reports in its 
Sept/Oct issue that Isaac Cates is turning 
over his popular "underground” PBM, 
Scoptro* to longtime player Richard Per- 
sky. Isaac is pursuing his Ph.D., it seems. 
Also, Ffying Bu//a/o’s Illuminati apparent¬ 
ly won the Origins award for Best PBM 
Game for the 5th time. Paper Mayhem's 
8th Edition of the Joumid of the PBM 
Gainer is now available for $4.00; this is a 
useful resource, especially for those new to 
the hobby. Orders should be directed to 
Paper Mayhem, 1518 Adams St., Ottawa 
IL 61350-4770. 

In a previous issue, I said that Post Mar¬ 
que wouldn't be covering PBEM games, as 
that was more the purview of SHADIS Mag¬ 
azine's “Electronic Frontiers” column. I lied. 
After intense lobbying and bribery from Rich 
Skrenta of Shadow Island Games (belly 
dancers are my favorite bribe; Rich did his 
homework!) ! was convinced that Post Mar¬ 
que should actually be covering PBEM, since 
it has far more in common with PBM than 
its cousin, online gaming. Thus, look for fur¬ 
ther information about Olympia, Phoenix, 
and some of the other excellent PBEM 
games you’ve heard of, right here in Post 
Marque. Q 































Phoenix is an elegant, engaging, and well-balanced PBEM space game of diplomacy, exploration, 
economic expansion, and military conquest for novice and expert players alike, Phoenix is the 6-year 
old brainchild of veteran game designers Garrett, Goodman, and Woods. 


You control a space empire composed of one of seven different racial types expanding from a single 
homeworld. Your goal is to control over half the galaxy, either singly or jointly with up to a quarter of the 
players in the game. Pump R&D points into your combat, sensor, jump drive, and science technologies. 
Balance your military and economic growth as you explore the galaxy and search lor your neighbors. 
Drop off command centers on secure planets to monitor and direct your expansion. Central^a your 
production on a few planets or distribute youi efforts. Most important, negotiate with other players while 
paying close attention to the planet tally to ensure you are one of the winners. 


Turns* 



turns checked for errors on receipt and reported 
back so you can fix them before the turn runs 
>■ only $2,50 per turn or $1.00 per turn for solo games 
with up to 200 orders per turn submission 
^ game sizes ranging from 1 to 20 players 
> turn based gaming with 1, 2, or 3 turns per week 
turn exchange via Internet email or through 
CompuServe's PBMGAMES forum 
a 200+ page Player's Guide for $15 filled with 
examples, strategy hints, and designer notes; 
on-line version available for free 
a VGA DOS interface coming Fall 1994 


We also offer S.SO/tum VGA Planets Games! 


Sign Me Up Now! 

To get started mail or email us your name, email addiess(es), desired passwordCapprox. 8 characters), 
phone number, and physical address. We will promptly notity you when your account is ready so you 
can start gaming right away. 

Gamer's Den brings electronic multi-player gaming to you with PBEM games for the Internet and 
CompuServe communities. We offer a lost, reliable, and convenient service at reasonable prices. 



s 

Gamer's Den 

po box 390755 

mt view, ca 

94039-0755 

internet: 

support@den.com 

connpuserve; 

73613,3472 


To get more information from readme files, send email to info@den.com (Internet) or download the file 
INFO.DEN from UbroiY 15 in the PBMGAMES forum on CompuServe. You con also contact the Gamer's 
Den staff directly at support@den,com (Internet) or 73613,3472 (CompuServe). 

* Two free turns in any type of game cunently offered by Gamer's Den with new account signup 
Phoenix © Gccrrett, Goodman and Woods 1988 -1994. All Rights Reserved. 
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What does the future hold? 

By Kathleen D. Seymour & 
Donald J. A. Redick 


where. This is an expensive and not 
always profitable rule. On the other side of 
the stream, the competitors of the Post 
Office are not compelled to provide uni¬ 
versal service or access. They feed off of 
the highly profitable markets such as inter¬ 
business overnight mail. To make the sit¬ 
uation worse j innovations such as elec¬ 
tronic communications have become a 
postal employee's nightmare, it seems 
that the old postal monopoly is fast 
becoming obsolete due to technological 
advances. 

The impact of technology on the Postal 
Service varies widely across the PBM field. 
E-mail or electronic mail seems to have 
the biggest impact on player-to-player 
negotiations. However, the player-to-mod- 
erator communications have been more 
affected by the fax machine. 

In fact, the Post Office acknowledges 
that we are in the midst of a nationwide 
phenomenon where the growth of the 
number of installed phone lines outstrips 
the growth of our population. It is a pretty 
safe bet that most of those lines are tied to 


[Editor's note: Post Marque welcomes 
non-review articles from PBM moderators, 
Donald and Kathleen run Fractal Dimen¬ 
sions {which offers Email and BBS support) 
and have contributed the following piece 
regarding the future of PBM, Articles with 
opposing points of view are welcome,] 
Recently, the U, S, Postal Service 
announced that it would increase its rates in 
1995. These proposed rate increases will 
hike the price of ail classes of mail around 
10%, This translates into three more cents 

to send in your turn sheets, seven more 

cents to receive your turn results, and one 
dollar more if you want to receive your rule- 
book v^a priority mail. 

Is this the beginning of the end of the 
Postal Service? Are PBMers going to search 
for alternative methods to deliver and 
receive turns? Is PBM going to radically 
change in the near future? Is PBM in the 
traditional sense going to die? 

For many of the popular critics the 
answer seems to shout '*YES!” 

But what is really happening? The Postal 
Service seems to be caught in midstream. 


/Editor's note: Post Marque welcomes 
non-review articles from PBM modera¬ 
tors. Donald and Kathleen run Fractal 
Dimensions (which o//ers £mai/ and 
BBS support) and have contributed the 
/o//oLuing piece regarding the future of 
PBM, Articles with opposing points of 
view are welcome.} 

ecently, the U, S. Postal Service 
announced that it would increase 
l^^^^its rates in 1995. These proposed 
rate increases will hike the price of all 
classes of mail around 10%. This trans¬ 
lates into three more cents to send in your 
turn sheets, seven more cents to receive 
your turn results, and one dollar more if 
you want to receive your rulebook via pri¬ 
ority mail. 

Is this the beginning of the end of the 
Postal Service? Are PBMers going to 
search for alternative methods to deliver 
and receive turns? Is PBM going to radi¬ 
cally change in the near future? Is PBM in 
the traditional sense going to die? 

For many of the popular critics the 
answer seems to shout ‘"YES!" 

But what is really happening? The 
Postal Service seems to be caught in mid¬ 
stream. On one side of the stream, the 
mail must be delivered to everyone, every* 



obfatAec ^ameS 


Rule v*ur awn kingdom. 

Command Armres of soldiers .^rKi ipe I legatees. 

Slftff dflkluTg wiith some fcjl | owerJ 

All of our plAyby mu', gftrnes tea.'<fe: 

^ Hum^n noT compuicr 

- Detailed individual 

- Any reasonaible move ia accopied. 

' Sireas on play or interaction and originatity 

Coat for set-up la $20 for either game, 

Additional moves will cost S6 each, every 2 weeks 
For d full caiaiogue o1 PBM and other games and | 

■cceisorios^ seno S J foi shipping ard hardlirig 

Check oi money-order only. Send to: 

CoflfatlMr camM 
PO ftOX 

BUiilngton, VT 0S40l 


lords of tne Blood sea 


The Godfather of Astinl 

Struggle foi power! Try to gam control of the 
organic at JO n before the other playere cfo. 

Do you have what rt takes to be the next godfather? 


SnADIS © 1994 
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On one side of the stream, the mail must be 
delivered to everyone, everywhere. This is 
an expensive and not always profitable rule* 
On the other side of the stream, the com¬ 
petitors of the Post Office are not com¬ 
pelled to provide universal service or access. 
They feed off of the highly profitable mar¬ 
kets such as interbusiness overnight mail. 
To make the situation worse, innovations 
such as electronic communications have 
become a postal employee’s nightmare. It 
seems that the old post^ monopoly is fast 
becoming obsolete due to technological 
advances. 

The impact of technology on the Postal 
Service varies widely across the PBM field. 
E-mail or electronic mail seems to have the 
biggest impact on player-to-player negotia¬ 
tions. However, the p!ayer-to-moderator 
communications have been more affected 
by the fax machine. 

In fact, the Post Office acknowledges 
that we are in the midst of a nationwide 
phenomenon where the growth of the num¬ 
ber of installed phone lines outstrips the 
growth of our population. It is a pretty safe 
bet that most of those lines arc tied to fax 
machines and modems. The Postal Service 


estimates that it has lost about 2 billion dol¬ 
lars in total to fax machines in the last five 
years alone. 

However, a first class letter doesn't 
require the up-front costs of a fax machine 
or the baseline phone charges. Interestingly, 
according to recent statistics, the volume of 
first-class mail continues to dimb, contrary 

to the Office of Technology 1988 predic¬ 
tion that e-mail and faxes would cut first* 

class mail to 40 billion pieces by 1990, 
Instead, it climbed to more than 92 billion 
pieces in 1993. 

To deal with technological innovations, 
the Postal Service recently established a 
Technology Applications Group that is 
charged with examining advanced technolo¬ 
gies, developing new services, and perform¬ 
ing competitive analysis. As one could 
guess, handwriting recognition is high on 
their priority list. Sorting mail by hand costs 
the Post Office $42 per thousand pieces. 
Current automated systems have trimmed 
this to $19 per thousand pieces. Next gen¬ 
eration systems should cut this cost to as lit¬ 
tle as $3 per thousand pieces. 

So what does this mean to the future of 
the PBM hobby? Postal mail is not going 




is a computer>i$oderafed 
fantasy simwlatidn which is 
played j>y mail. 


Turns cost US $2*50/each and |?iin oi 

The Olympia campaign has no set conclusidn, an^^ill lait for many years, 
with new players continually joining. Th^ map^s tl><iusands of provinces, 
each containing features such as cities; ruin^airs^s^cred groves, etc. The 
game is capable of supporting th^usan<^^ play^s in the same world. 

Each player cpntrols a small gr^p ofmobl^ who in turn may lead 
commoners, ^ohfe may^ht, UHld shjps and castles, explore, trade, slay 
monsters, smd^<$^ins,si^n as c^stri^on, beastmastery and combat, and 
research spells in sc^^ls of magic. 

info@ pbm.com 

^rom all major online services 


Net Lies a Realm of Adventure™” 

lado^lsland Games 
. Box 6435 

Soiherset, NJ 08875-6435 
" 908-469-1992 


away any tims soon. In fact, those responsi¬ 
ble are taking steps to keep it a leader in 
communications. By taking advantage of 
the same technology that currently chal¬ 
lenges it, the Postal Service should remain a 
valid contender in the age of information. 

It has been foretold that in the coming 
years, players will have a variety of options 
to interact with PBM moderators. Along 
with the strange computerese protocols that 
e-mail, computer networks, and computer 
platforms enforce, PBM players will still rely 
on a universal medium — the postal letter. 
Moderators cannot expect their players to 
own or have access to any specific service 
or equipment. Everyone will always have 
the right to access the Postal Service. 

What about those fancy future informa¬ 
tion systems that are now seen on television 
commercials? More than likely, they will 
become a reality. But who is going to pick 
up the tab for those services? What player 
can afford live interactive information? Ever 
look at the medium charges for Com¬ 
puServe or America-Online? The Postal 
System looks more attractive by the minute 
at 32 cents per four page letter (eight pages 
if double sided). 

PBM companies are going to have to 
think hard about what services and support 
they are going to provide their players in 
the future. Granted, it might not be enough 
to simply just run and process game turns 
via standard postal mail, although compa¬ 
nies will still survive that way. The next gen¬ 
eration of PBM gamers will have been 
brought up in a worid where information 
technology is commonplace. Many PBM 
companies have already begun to try to 
address this issue. They have installed fax 
machines, accessed commercial network 
services, employed computer dial-in bulletin 
boards, and circulated game aid programs. 

There is no denying that other types of 
communication services wiU become impor¬ 
tant, but they will carry a high price tag. 
They will be faddish and volatile. They will 
be resource and support greedy. They will 
be prey for government taxation. However, 
postal service will stay universal, relatively 
cheap, and reliable. It will remain unexcit¬ 
ing. It will survive well into the twenty first 
century. But most importantly for PBM, it 
will remain the most travelled lane in the 
information highway. □ 
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ADVENTURER 

KINGS 


The Play-by Mafl Oame of 
Epic Adventure and Imperial Conquest 


Consistently rated one of the hq;) fanta^ 
wargames with fascinating depth, yet easy to learn. 
Here*$ whyl 


Adventurer Kings pits tweive players of different alignments 
against each other, each vying to win artifacts, explore the world, 
and conquer monsters, heroes, and each other. Players can also 
excel in eight different offices, including the coveted World 
Emperor, The game features English turn reports, color laser 
printed maps, and is playable by post, disk and email. 

TVy a three turn sample game for $9.50. Rules are $4.00 
and turns are $5.00. 


Th« Coconut CouncBI, (no* 

6S06 Ulnnotonka Boufevard 

St Louie Perk, MN 6542e-3451 

Phone (612) 029-7730 Fax; (SI 2) 797-74S8 








l>)ET-RUUI>IEH 

THEV KIDIil’T Cfli.L VDU -PUIUK' RlUVRiaRE! 



Some people read hlstory.„others make Itl 


Join CAPT Lindemann or COMO Harwood at the 
Battle of the Platte...stand next to VADM Lutjens on the 
BISMARCK'S bridge as British battleships appear on 
the horizon....With ADM Jellicoe, can you trap the 
German fleet at Jutland? 

Current games inchxle; Jutland, the Platte, 
Bisnrtarck Chase, Java Sea, and several hypothetical 
encounters. Games are added as Flyers request them. 

Rules and first set*up; $5.00. Turn costs $2-$1Q 
average $4-$5: based on number and type of ships. 


Net-Runner takes place in a world of renegade 
progranuners battling eacb other for domination of the 
world-wide computer network. Disguised as mild 
mannered nerds (complete with pocket protectors), 
these outlaws unleash programs to infiltrate the Net 
and leam its secrets. Control the Net and you control 
the world! As programmers, players search for data, 


answer queries from users, pass security checkpoints, 
and battle other program — just a typical day at the 
office for a backer. 


Rules, set-up, and three turns for $10.00. Rules alone 
are $2.00 and turns are $3.50 . 



CootuBMuadl Aas'Claoaritsr Ctaamos 

P.O. Box 1391 • Iowa City, lA 52244-1391 
Voice/Fax (319) 354-6729 


Tha Coconut Council, Inc. 

6500 Mitinvtonlu Boulavwrd 
St. Louie Park, MN 5S42S-34S1 
Phone (612) 929-7788 Fax: (812) 797-7468 
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OI.YIV1P»IA 

Play-Bi^-Electronic-Mai I 
By Patrick M. Rodgers 


O lympia: Large Scale Fantasy Gaming 
for a relatively small price* 

The Play by Mail gaming industry offers a 
few things which are hard to find in face-to- 
face gaming: a large number of opponents, 
and the ability to play whenever you have the 
time, Instead of whenever your friends can get 
together with you in person- 

Olympia is a game which explores the 
other possibilities offered by play by mail: in 
Olympia, you are immersed in a fantasy cam¬ 
paign in which you can simultaneously play 
with (potentially) thousands of other players in 
a campaign which lasts for years. 

The first unusual thing you'll notice about 
Olympia is that the entire game is conducted 
using electronic mail* This allows the modera¬ 
tor, Rich Skrenta, to charge a relatively low 


price for a game with a lot of player input. 
The game has gone through two play-tests 
over several years, and I played in both. Inter¬ 
net trivia buffs will be amused to leam that 
Rich is the author of the first player-extendible 
multi-user dungeon (MUD). 

The basic unit controlled by a player is a 
human nobleman. Each noble will generally 

be accompanied by a number of commoners, 
namely soldiers and workers and so forth* 
Commoners are basically faceless property 
who must accompany a noble at all times, 
and can even be traded among players. 

There are two basic currencies in the 
game: gold and noble points* 

Noble points are used to buy new nobles 
and a few special skills, such as magical skills. 
Each faction of nobles (i*e, the nobles con¬ 
trolled by a single player} starts with the same 
number of noble points, and gradually 
acquires more as they grow older. Gold is 
used to recruit commoners, pay for their 
upkeep, and buy things at markets* 

Nobles can study a large number of skills 
at cities. They can also research and leam hid¬ 
den skills* Difficult skills such as black magic 
require both noble points and bts of time to 
leam. A large number of different schools of 


magic and religion exist, and most mages will 
know spells from several of them. My favorite 
school of spells is weather magic; these spells 
allow a mage to summon storms, which last 
many turns and can be slowly flown around 
the map* 

Nobles and noble points reinforce the role- 
playing aspects of the game. As a player, you 
are actively playing the 3-10 nobles in your 
faction* You can choose to use your noble 
points to recruit a large number of nobles and 
go into economic activities and exploration, 
or recruit a smaller number of powerful 
mages, or some combination thereof* If you 
lose a war, you might lose all your gold and 
commoners, but you will retain your noble 
points, and can rebuild your faction. Success¬ 
ful factions will most likely not have enough 
noble points to carry out as many different 
missions as they’d like, so they will hire other 
players to help. Very powerful mages will be 
relatively rare, as they require most of a fac¬ 
tion's noble points. 

The world of Olympia consists of a series 
of islarxls. The map is a large one in the sense 
that there is enough room for a new player to 
sail off to the ends of the world and carve out 
their own little empire* Or, they can stick to 



OUT TIME DAYS 










To Sign up or for more information write to: 

Twin Engine Gaming, 3254 Maple Leaf Ct, San Jose, CA 95121 


Out Time Days is a Play-By-Mail game of life on a strange world. Emphasizing rote playing and 
inter-player communication, OTD ts a game for those who like to join with other players around 
the world in figuring out puzzles, creating working economies, exploring large sections of worlds, 
undertaking or tracking criminal activities, or fielding capable armies. The worlds explored are 
living, vibrant locales that will change through your character'.^ actions. 

With the ability to journey in many eras {you'll start in a medieval-like location), you'll enjoy 
adapting to new sets of abilities and restatnts or you can focus on a single 
place and become well established. OTD is a combination 
Science Fiction-Fantasy game. It is 99% computer moder¬ 
ated to ensure fairness, and 1% GM moderated to allow for 
creativity. A maximum of 1 turn per week is allowed. Cost 
per turn is $5.00* The game is open-ended with each 
new character playing a vital role. A special start¬ 
up is available if you mention this ad. 

Receive a rule book, startup turn 
and 5 turns for just $5*00 ($20.{X) outside 
U.S. and Canada), a $35.00 value! 


Dependable, weekly, error-free turns 

since 1984 


Wanna try a tactical space game 
and pay only $20 for the entire game? 
Then ask for information on 
Space Combat. 
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civilization, or try to take over someone else’s 
empire. Ships and structures such as castles 
and towers can be built by players. Castle 
owners can levy taxes, and a noble with 
enough power can become king of their 

islarxl. 

The economics in Olympia are relatively 
simple. Every economic aspect of the game 
has some sort of limit which allows steady 
growth, but not runaway growth. For exam¬ 
ple, only a limited number of peasants can be 
recruit^ in every province every turn. City 
markets buy and sell some goods, but only so 
many items per turn, to be sold or purchased 
on a first-come first-served basis. Armies cost 
a lot of gold to maintain, so players are 
unlikely to keep their maximum-size army 
around all the time, and will frantically 
attempt to mobilize more soldiers as the 
enemy approaches. 

Much of the realistic feel of the game 
comes from simultaneous movement. Each 
weekly turn represents one month of game 
time, which is divided into game days. All 
players' orders are executed in lock-step, 
which means that everyone's orders for day 1 
are processed, and then everyone's orders for 
day 2, and so on. Most large open-ended 
games process each player's orders for an 
entire turn at once, which can lead to strange 
effects depending on whose orders get 
processed first, I don't like thinking ''OK, TU 
escape the pursuing forces if my turn runs 
first, but f'll be caught if theirs runs first," 
Games which process each player’s orders 
separately also make it difficult for players to 
interact with each other during the turn. 
Olympia has no such problems, and offers a 
large number of orders which can be used to 
synchronize movement among nobles of the 
same or different factions. For example, a 
noble can move to a location, rendezvous 
with nobles from a different faction, and then, 
if the other noble is accompanied by the 
promised number of soldiers, proceed to 
attack the enemy. Although these orders can 
be somewhat complicated to use correctly, 
they offer an easy way to work with other 
players, security against screwups, and securi- 
ty against the occasional betrayal 

A few things about Olympia are quite nice 
and deserve special mention. 

First off, like any all-email game, all of the 
other players are an email message away. My 
phone bill appreciates this, especially when I 
am dealing with my Finnish allies. Second, a 
mail-forwarding system is provided which 
allows players to send a message to any noble 
they've seen at any time, even if you have no 
idea who the owner is. 

Third, the all-email nature of the game 
aibws much more player input than you nor- 




You thought World War Ilf was bad,.,* Now you can start 

World War 


The Play By Mail Game 

Take the challenge 
of the mother 
of all wargamesi 

Play a wergame with 40 players in it. Impartial computer moderation, and perfect fog of 
war simulation. Lead your country from obscurity to become a world superpower. Struggle 
for world domination through military conquest, covert espionage, and economic influence. 
Use the world press and diplomacy to manipulate the other powers of the world* Concise 
and comprehensive 32 page rulebook includes quick reference tables and orders summary* 
Make no mistake - World War IV is a wargame and the action is hot from the beginning to 
the arid. Send for it today and if you are not impressed, sent it back for a refund. 

All turns processed simultaneously, turn fee US $6, UK £3,50 
^124 different military units based on tech recovery in 5 fields 
Close ended computer moderated strategic wargame 
33'* X 17** hex grid world map with over 3000 hexes 
Running in the U.S, since 1988, now available In the UK 
Rated #1 in both Ragship and Paper Mayhem 

In the US: H the UK: 

Free information ^ PAGODA GAMES 

Rules {refundable). ,*$4/£3 16 Loughshaw 

Setup (rules, 2 turns),,.$ 12/£ 10 Wilnecote, Tamworth 

Staffordshire B77 4LY 

WW IV i« 4lSD rnodfiraiod by High Pqjni^ GBmm 



JFH GAMES, Dept S 
4251 HATCHER AVE 
BATON ROUGE, LA 70806 
Phone: (504) 343-7308 



You Rule! from Llucky Llama Games 


i! 


Nobody has neighbor problems 
tike the inhabitants of the lands of You 
Rule!. The ores hate the dwarves, the 
dwarves can't stand the trolls, the trolls 
detest the elves, and similar problems 
exist wid) the ogres and humans. In fact, 
each race has one other race that it rules 
over and one race that rules over it. This 
natural superiority translates to a distinct 
advantage in battle. In You Rule! you 
must use this advantage to your benefit. 
Build mighty forces to explore and 
conquer a vast ctxitment where each 
province is unique. Will the next 
province you capture have a valuable 
gold mine or be infested with Dutch Elm 
Disease? Train ten types of characters to 
high levels to help you manage your 
realm. Discover powerful magic items 
and cast 
Build castles 
provinces, 
your 
weapons 
armor 
over 

0 p - 


Rules (applies townds setup): 

S7.50, Setup: SIO 
Turns; S5.50 fay U.S. mail or 
only S4.50 if by email 
Pick a codename of 4-10 
characters in Length to start. 



potent 

to protect your 
or outfit 
troops with 
and 
to take 
your 
ponents' 
riloiy. 



Llucky Llama Games 

80-Q N. Cabrillo Hwy. 
Box #226, Dept. S 
Half Moon Bay, CA 
94019-1667 


Features of You Rule! include: 

• Setup includes Turn One 

• Personalized laser printed maps 
with every cum sent by mail 

• Clear, infonnalive laser printed 
turns 

» Unlimited number of orders in an 

easv-to-remember format 

■ 

^ Easy-to-understand, complete 
rule book 

• Friendly and helpful staff 

► Accumulate rating points for 
each game you complete 

• Receive a free setup and Turn 
One for each game you complete! 
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Mr 


Phone; (415)712-0283 
Iruemet: llucky@crl.com 
CompuServe: 74044,325 


♦ 100% computer moderated 

♦ No hidden costs 

1 ■ 

♦ Private games with player-1 
defined parameters at no extra y 
charge 
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mally find in a game for this price. My orders 
averaged 87 lines per turn, and my results 
averaged 16 pages* It’s possible to do things 
such as moving a pile of stone from point A 
to point B using one unit making 5 round 
trips in a single game month* Such a simple 
action seems very realistic, but most games 
would either charge extra for the large num¬ 
ber of orders involved, or would simply not 
allow you to issue that many orders for a sin¬ 
gle unit, 

Finally, there are skills which a noble can 
use to hide which faction they are loyal to* 
This provides the opportunity for a player to 
be a staunch pillar of the community while 
controlling a vicious gang of thieves out raid¬ 
ing his friend’s caravans. 

How much does it cost to play Olympia? 
The turn fee is a flat $2.50 per turn for one 
faction, which generally consists of 3 to 10 
nobles. 

Most postal-mail based games would 
charge $12 to $50 per turn for a similar 
amount of play. An electronic copy of the 
Olympia rules is free* Although Olympia does 
not provide fancy laser-printed maps or the 
other perks that can be sent through the 
postal mail, 1 find it to be an excellent value 
for the money, and look forward to seeing 
more games with this sort of format, □ 



Need More Fun In Your Life? 


No Need To Suffer Alone... 


Try Our 



Play-by-Mail Games 
Free Information! 


Paper TiqERS 

POBox 5714 

Sain Diivias, CA 91775 

( 909 ) 394-9685 



ADVENT GAMES 
P.O. Box 26 Dept. 1 
Malcolm, NE 68402 
(402) 796-2696 


WHAT IS TAKAMO? 

It's agricultural corporations sending tiiglily 
advanced tecimkians and fanning equipment to 
distant worlds. 

It's pirate races raiding planets for loot and 
slaves. 

It's civilkod races searching for suitable worlds 
to terraform. 

It's trade corporations dealing with scores of 
alien empires, striving to be the sole supplier of 
trade go<^ to their planets. 

It*s smugglers plying their trade amongst 
the stars, and selling formation to the 
highest bidder, 

U's nomad races with the technology to 
turn whole planets into giant starships. 

cybernetic races searching the heavens 
for signs of the biologicals which infest 
the galaxy. 

It's a computer moderated, strategic 
level slmul^on of empires in a struggle 
for survival among the stars. 

TAJCAMO,.Jt & more ihm a game. 


Setup fee is $10,00 and tncludea two ten action 
turns and the rulebook. Turn cost is $2*50. Extra 
actions are 25 cents each, Eulebook, when 
purchased seperately, is $5,00. , 
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St>YKOI^ 

I^Y PA riiK:K M. 


W hen they dig through the rubble a 

hundred years from now, histori¬ 
ans will be somewhat surprised. 
Besides the fact that Whitney Houston 
actually had a hit record, they will be 
amazed by the fact that our civilization went 
straight to hel! with itself, despite the fact 
that we knew we had it coming- This fore¬ 
knowledge is evident in the rapidly increas¬ 
ing number of games, PBM and otherwise, 
that focus on dark, bleak futures- SpyKor is 
one such game. 

Workin’ for the man 

In SpyKor's not*too-distant timeline, 
everybody works for the man. The man, in 
this case, being huge, massive, really, really 
big mega-giganto-corporations (did I men¬ 
tion that theyVe a wee bit large?) that total¬ 
ly control the world. Governments are 
passe; these Korporati had countries for 
breakfast and the UN for lunch. Even the 
Illuminati couldn’t stop them (fnord). AH 
that remains to be seen is which of eight 
Korps will achieve total world dominance. 
Each player takes on the role of the 
CEO of one such Korp (it would be a pretty 
dull game if players controlled the custodial 
staff or something). Under his supervision 
are military forces, civilian population, 
spies, and corporate reps. Each are impor¬ 
tant components of a successful Korp, 
Military forces, naturally, cause people 
and things to irreparably explode. This can 
be useful if you desire to take control of a 
certain area, and people and/or things are 
standing in your way. Infantry-type units 
range from simple Drones {imagine a 
marine recruit with a lobotomy) to highly- 
skilled Guards. There are several types of 
aircraft (yes, Ronnie, they have Stealth 
Bombers), anti-aircraft weaponry, and even 
satellite-based weaponry. Don*t be misled 
by the variety, however. Selecting units isn't 
a question of weighing pros and cons of 
each unit; rather, it is a question of how 
soon a player can afford to build the 
advanced units, since they are superior in 
every way to their cheaper counterparts. 


Not unlike our world, civilians in the 
SpyKor world pay taxes, make things, and 
join the military. Taxes help fund a Korp's 
treasury, and the resources gathered by 
civilians can be used in production or can 
be sold. Infantry units are recruited from 
civilian population; thus, high populations 
are necessary for serious military enthusi¬ 
asts, Unlike our world, however, civilians in 
SK have strong opinions, and if they don't 
like their government anymore, they actual¬ 
ly have the nerve to revolt- The measure of 
a Korp's popularity is called Public Rela¬ 
tions (PR), and it plays an important part in 
how the world view the Korp. If a Korp's 
PR rating ever falls below a certain level, 
the Korp dissolves and the player is out of 
the game. PR is positively impacted by such 
do-gooder deeds as combating plagues, 
donating money to charity, and relinquish¬ 
ing control of a sector. PR is negatively 
impacted by such nefarious atrocities as 
having underworld ties, being caught with 
one’s hand in the cookie jar, and blowing 
things up. 

Spies are capable of everything from 
simple theft to industrial sabotage and even 
(gasp) murder. Each spy has a name, and a 
rating in three different skills: Assassin, 
Mole, and Tekno. The assassin skill deter¬ 
mines how proficient a spy is at both com¬ 
mitting and avoiding assassination. The 
mole skill assists a spy in remaining unde¬ 
tected, performing theft missions, and 
resisting Conversion attempts by enemy 
Reps. Tlie tekno skill determines how easily 
a spy can compromise enemy tek and secu¬ 
rity and is especially important during acts 
of sabotage. Each spy may be given one 
order per turn. The wide variety of targets a 
spy can select (e,g. steal stocks, steal cash, 
steal Tek, sabotage military, sabotage Tek, 
etc.) make these units valuable and enjoy¬ 
able to employ. Spies begin the game "hid¬ 
den" - they cannot be molested until their 
ID codes are discovered or revealed (usually 
during a failed mission). 

Cindy Crawford is one. A rep, that is - 
the "front men” of a Korp. Reps conduct 
negotiations, trade stocks, launch propa¬ 
ganda campaigns, convert enemy agents, 
and negotiate more. Unlike spies, reps are 
public figures; thus, their ID c^es are avail¬ 
able immediately for all to see - which 
makes them instant targets. Like spies, reps 
have names, and a rating in each of three 
skills: Awareness, Leadership, and Charis¬ 
ma. Awareness assists a rep in ferreting out 
double agents, launching propaganda 




attacks, and resisting assassination 
attempts. Leadership is used primarily in 

diplomatic functions, and aids in resisting 
Conversion attempts. Charisma is used in 
almost every rep order, but is most impor¬ 
tant when initiating Conversion attempts. 
When reps Convert personnel from other 
Korporati, they sometimes bring some 
money with them, making this action a 
favorite. 

The end of the world as we 
know it 

The SpyKor world is made up of 238 
sectors; each sector is a square. On the 
map, the only distinguishing features of 
each sector are its terrain type, and oumer 
(if known). If a Korp gains control of a sec¬ 
tor, it will also learn the amount of popula¬ 
tion in a sector, how much food and 
resources are produced by the sector, the 
composition and number of military forces 
present, and the unemployment and disnjp- 
tion rates of the population, if a sector’s 
disruption rating is high enough, it is easier 
for an opposing Korp to charm the sector 
away through diplomacy; the other 
unpleasant side effect is that disrupted pop¬ 
ulation often have labor strikes. 

Each sector also has a population ceil¬ 
ing, which represents the target number of 
population in the region. The actual num¬ 
ber of population will grow or shrink every 
turn until it is equal to the population ceil¬ 
ing. A Korp can set the population ceiling 
of any sector which it controls. 

Control of a sector can be established 
through diplomacy, or through conquest 
(apparently, not much has changed). If 
conquest is selected, defending forces must 
be eliminated. If any attacking forces sur¬ 
vive, control of the sector is achieved. 

Shatiier's Attorneys, Take Note! 

Perhaps the single most important ele¬ 
ment of a Korp is its Tek rating. Tek starts 
at 1 for all players, and both credits and 
resources must be invested into Tek funds 
to finance the research and development of 
higher levels of Tek. Of course, less scrupu¬ 
lous Korporati have been known to send 
spies to other Korps in order to, ah, 
acquire Tek. 

A higher Tek rating will make a Korp 
more effective in almost every way. In 
addition, some orders and military units 
have a prerequisite of a certain Tek level. 
Perhaps the most meaningful of these is 
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the Air Drop order, which allows infantry 
units to deploy to any sector on the map, 
via a Bomber or Stealth Bomber. Each air¬ 
craft can transport one infantry unit; if the 
aircraft is shot down, the unit is lost as well. 
A Tek rating of 4 is required. Since 
infantry units can normally move but one 
sector per turn, the military significance of 
this order is readily apparent. Further rami¬ 
fications will be discussed later, 

Other Details 

Each Korp has a Security rating, which 
determines how much difficulty enemy 
spies will have when attempting to infiltrate 
it, and an industry rating, which serves 
many purposes, including the employment 
of population (which reduces disruption), 
augmenting the Korp’s PR, and generating 
credits. A Korp’s Vice rating determines the 
extent to which a Korp is involved in crimi¬ 
nal activities. Each point of Vice yields 500 
credits of income per turn, but also increas¬ 
es the risk that a Korp’s underworld ties will 
be exposed (resulting, naturally, in a loss of 

PR), 

Each Korp is the world leader in one 
type of industry (e.g. importing, pharma¬ 
ceuticals, etc.) There are a number of minor 
corporations in each field as well; their only 
real impact on the game is that shares of 
their stocks can be bought and sold on the 
market. 

Special abilities are available to add 
character to the Korporati; each Korp has 
one. Each special ability offers some bonus 
or allows one rule to be circumvented. 
Three examples include: Double Resource 
Production, Cheaper Tek Research, and 
Rapid Military Recruitment. 

In addition to the standard victory condi¬ 
tions (obtain a net worth of 100,000 cred¬ 
its, or eliminate all enemy Korps), each 
Korp has a secret victory condition. This 
condition is to control at least 75 shares of 
a particular stock, and to control five sp>ecif- 
ic sectors, two of which will be home sec¬ 
tors of other Korps, 

As the World Turns 

Turn printouts are reasonably informa¬ 
tive as to what occurs on each turn; the 
only thing missing at the time of this writing 
was a breakdown of expenditures per turn. 
Military activities, stock market changes, 
rep and spy activities, random events, and 
other pertinent information is presented. 


Each Korp is also listed, along with its 
PR rating, net worth, number of sectors 
controlled, home sector, and the ID #s and 
names of its reps. This makes it easy for a 
player to get an idea of where his Korp 
stands. It also shows which low-PR Korps 
would be especially vulnerable to PR-lower¬ 
ing attacks.... 

There is no limit to the number of 
orders a player can issue, provided his 

Korp has sufficient personnel and assets to 
carry them out. The tumsheets are straight¬ 
forward and easy to fill out. The sequence 
of events chart in the rulebook is reason¬ 
ably comprehensive, A useful feature is the 
“priority order'* option. Any order can be 
designated a "priority order*' at no extra 
cost; these orders are carried out before 
any other orders, allowing a player to cir¬ 
cumvent the standard sequence of events. 

Since each spy can only carry out one 
order (each rep gets two), it is essential to 
hire a few spies and reps early on in the 
game, since the most significant orders 
require them. Each additional spy or rep 
hired during a turn costs an extra amount 
of money, so steadily hiring one or two per 
turn is preferable to hiring five every third 
turn. 

There we were..*. 

I participated in Game 4, which i believe 
was the first non-playtest game. All eight 
players began the game with enthusiasm, 
but by turn 9 or 10, the field had thinned to 
three players (one Korp, Premier Labs, had 
been destroyed by Post Marque writer Trey 
Stone), The low number of players per 
game in SpyKor does make dropouts espe¬ 
cially detrimental. 

Spy and rep activity was heavy from the 
outset, with at least one assassination 
attempt every turn, and a number of con¬ 
versions. ! had one spy converted away 
(that I was aware of) by about turn 5, but he 
was subsequently “reeducated,” at a small 
cost to his abilities (you*d be less effective if 
you were whipped with electrical cord, too). 
Other Korps were caught with underworld 
ties early and sometimes repeatedly, lead* 
ing me to think that I had underinvested in 
Vice. By turn 10, however, I'd only been 
busted once, with a small drop in PR, 

The major military conflict seemed to be 
between Premier Labs and Space Bus, Inc. 
SBI actually lost their home sector, but 
managed to knock PL out of the game. Not 
to be outdone, my Korp, Dancing Ferret 
Pubs, declared war on Wildlife Preserve 


Ent, and Manet he ren Stedding, but both 
dropped the game before the wars got seri¬ 
ous. 

Final Analysis 

In its present form, SpyKor is a very 
enjoyable beer-and-pretzels game which 
has added depth available if a player choos¬ 
es to explore it. Playing it as a straight-up 
wargame would be a mistake, since the 
resulting drop in PR would quickly eliminate 
a warmonger from the game. There seems 
to be an equal balance between spies, reps, 
and military, with economics and the stock 
market lagging somewhat behind. 

Turn processing has been regular and 
error-free. The rulebook is 47 pages in 
length and includes a sample turn and blank 
tumsheet. It provides justification for many 
of the rules in the game, and is fairly easy 
to understand; it could benefit from an 
index and improved organization. Turn 
results appear to be laser printed and infor¬ 
mation is easy to locate. A map is printed 
every turn and is easy to understand. 

Like Illuminati, v^ch it resembles more 
in theme than in content, it offers a 
"behind the scenes” avenue to \Actory that 
will appeal to fans of intrigue, and perhaps 
frustrate head-on hack-*n*-slashers. 1 myself 
opted for the lightning-fast “secret victory 
condition” approach, buying the requisite 
stock and Air Dropping forces into the five 
required sectors over the course of just two 
turns (fear the awesome power of the Air 
Drop)! The outcome remains to be seen. 

The GM, Mike Childress, has been 
extremely responsive to player input. It is 
expected that SpyKor will continue to 
improve over the months ahead; in fact, 
mmor has it that SpyKor H is in the works, 
possibly supporting up to fifty players per 
game! With an increased player base, 
standby players could help minimize the 
damage done by dropouts, and the stock 
market and economic system are currently 
being reviewed for possible expansion. 

Turns arc bi-weekly and cost $5.00 
each; an acceptable fee. Rules are $5.00, 
which can be applied towards the setup 
package. Setup includes a rulebook and 
turns 4-6 at no charge, and costs $10.00, 
Email games are run weekly at reduced 
cost. More information about SpyKor can 
be obtained from Sudden Asylum, 1401 
Gatlinburg Drive, Pflugerville TX 78660, 
or by posting to 76066,2230 on Com- 
ptiSerue's PBMGAMES forum, □ 
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The Market’s Open 


TTie Market Platz is a meet“ 
ing place where readers pass 
along information, barter, trade 
and gossip. Readers are invited 
to place classified ads, announce 
group meetings, seek out other 
players, etc. 

Subscribers may place classi¬ 
fied ads free of charge with a 
limit of one ad per issue and a 
maximum of twenty-five words. 
Non-subscribers can place ads 
for 25<t per word with a limit of 
twenty-five words. 

Convention announcements, 
group meetings and public ser¬ 
vice notices can be placed free 
of charge* 

Ads will be placed on a first- 
come-first-served basis, with 
subscribers having priority. 


Classifieds 


Sheri\ 

Thanks for the ‘present' and all 
the PEZ. Looking forward to see¬ 
ing you in December!!! Let luck be 
a tonight!! 

Pooh 


Andrea, Brian and Penny, 

It was great visiting all of you. 
Wish [ would have had more 
time to goof off and hang out. 

Don't forget to drain the boat* 

Jolly 


Gary, A balloon hat does not 
make a King! 

The Shadis Serfs 
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Hal, 

Nice Hat. Don't fall asleep at 
the next con. 

The Magic Guys 


Con, 

Thank you for your patience. 
What a pair we are, huh? 

Dave 


In with the Eagles, 

Out with tlw 
Rolling Stonesi 

What a summer! Next stop. La 
Bufadora and Tijuana! I 


Lew and Joel, 

Thanks for a wonderful visit and a 
Shadis Weasel for helping out at the 
booth and stomping me at Battletech, 
“Here comes Rusty!" 

JRB 


Amber, 

What a trooper - heard you 
came through it all without a 
whimper. Can't wait to see you 
this Qiristmas* 


LOST AND FOUND 

Found; Box of rare, signed 
magic cards at ORIGINS. 
Describe contents of the box 
and the vehicle you were driving 
and they're yours* 

Found: One nifty camera left at 
our booth at DRAGON CON. 
Call soon or we will develop the 
film and make fun of your pic¬ 
tures. 

Contact editor. 


StIADlS STUPD 
STUNT AWAIU>S 


AmOSZEShsOsWeasd 
to the following for ; 

Wayne Wallace: For Jumping Into 
the shoiver tuhen asked *Does any^ 
one need to use the bathroom reaf 
quick before I take my shou«r?" 
JoDy Blackburn: For proclaiming, 
"Yeah, / con do the comic book, 
layout the magazine and write a 
game supplement by frldai;. * 
George Vrbanlc: For falling for 
the old 'the contract Is In the mail* 
bit not once but ttvelue times. 

Jason Holmgren: For /ailing for 
the same line sixteen times. 

BA. Felton; For arriving of GEN- 
CON a week too corly and confus¬ 
ing not only himself but the entire 
staff of the Airport Hilton. 

Sheri* Bannister; For walking Into 
a glass door at Denny's at four In 
the morning and blackening her 
eye. 

Toni NIverson; For replying, “I 
don't like him/ when asked why 
she hasn't married the man she’s 
/lued with for the last six years. 
John Zlnser: For uxrklng up In a 
taxi cab with custard pie on his face 
and moaning something about. 
“Gaming Is os Gaming does. For¬ 
rest taas a Gamer too. * 


WANTED 

Reviewers, writers & artists. 
Send SASE for Writers' and 
Artists* Guidelines to SHADIS, 
17880 Graystone Avc. ^203, 
Chino Hilb CA 91709. 


Anne, 

1 rented Valley G'd - when are you 
coming to visit? 

Jehn 



Hey Mom and Dad! 

Thanks for putting up with us 
for three weeks and letting us 
invade your lives. You spoiled 
us* I could sure use a honey-loaf 
sandwich right about now. 

See you in December. 

Jolly 


Want to publish your own games? 
Find answers to your questions In 
this booklet; The Facts AtMHit 
RFG Publtohlng, Send check for 
$10 to Storm Press, POB 266, 
Ari HK IL 6CH)6 h0266 


WANTED 

Looking for a copy of the board 
game. Frontier Six and/or infor¬ 
mation on how to contact the 
designer or whoever holds the 
Is to it. 


n 


le game came out in the early 
80's 

Contact Editor 
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Have you ordered your boxes of 
THE DARK “ and FALLEN EMPIRES ™ yet? 

Call Us Today - We are taking advance orders 

We have a limited supply of LEGENDS ™ in Stock! 

(Call for current price on this hard to find expansion set.) 


The Gathering 


We have a large inventory of 
Alpha, Beta and Limited Edition singles. 

Complete sets are also available! 


O Copiyright 1994 War Horse Games 


MAIL ORDER 

We Ship Anywhere 
in the United States 
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T& ^ 

UP MM, f^6^? 


OH... Y£AH 


TfiAT UWA i^OON 
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WMm., 


.Jt»V C^ ^ fltiUVC/M?: 
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* B * k* L* L* 


THISV^TtTHOrarf BUTjrt 


THIS'STOO 


r Yep. ^ 

^Explosive Runes" 
There’s a sucker 
bom ev*iy nunute 


V«fY dvMTt BofwMIiik. You jaumtliflt 
Incompetant Tr«wor whiM batruy you. 
N la too bad that your cula chinda 
will to r>Q n«^pautt„. 


p Pall«nc«r human. 

ni(^ la long, and my hobbit 
bcBthren—or, If you pr^fwr, “army 
of the night"—hmm plenty of time 
to listen to your macho 

posturing* i/ 


man^ 

T An flrmy of you spuds 
wouldn^t impress me. 
Now whcre*s fl nieaua^ 


Rats. I was hopinf 
hkie to shadows or 






JJI. U)ri)strr'$ 

finirous Fingers 8i friends 


By J.A. Holmgren 


Tbo Eftemental Temple—vuhem 
many a braw adventurer bas met a 
grisly fate combirgts dark corridors in 
aearch of exparience and gold..^ 


This is ths place where BoradnaK tha 
Mltfity BoN-Lobbar has told Trevor 
the Snitch to meat him and tell him 
the locadon of Rnleous Rngon 

'Xw&5S> 


HowNBf, there ane those other ptan 5 .| 

-77" 


You*i« right. 
ItlitooBaay. 
Go fbrwaitl 
and onidlfm 
tham 
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How much can Joe 
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System 
V ampire 

AD&D 

GURPS 

Champions 

Traveller 
New Era 


Weight 
100 lbs. 

115 lbs. 
200 lbs. 


220 lbs. 


310 lbs. 


Warhammer 40K 440 lbs. 


Notes 

Average Strength (natch) 
Strength Table 10-11 
Overhead 2-hand lift 

55 lbs. X (STRy5) ^ 2 
Maximum burdened capacity 
Move Penalty -4” 


systems 


System 

AD&D 

GURPS 

V ampire 
Champions 


them? 

Weight 

220 lbs. 

340 lbs. 

400 lbs. 
880 lbs. 


f'm stNI kind of pumped 
pushing the mouse.,. 


from 


Chance of Success 

4% (bend bars/lift gates) 

0.5% (best possible result) 

25% (average difficulty) 
16% (EGO roll -5) 
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Joe Genero has gone cyberpunk! Send Joe your ideas, your 

JoeGenero 1 ©aol.com 


complaints, your games, your 
math errors, your cash, your 
personal love letters, etc. 


The Adventures of Joe Genero: The Average Man” ©1994 J.A.Holmgfen . Reject the Outliers; Respect the Mean; Just Say Joe 


























Knights of the Dinner Tabled” 


BY JOLLY P. BLACKBURN © 1994 


GOOP, EVtRYOME WWPE IT ■TONlGIfrS APVEMTURE 
WIU PE OMTEREP AROONP.... 


JUST A MWIE M. 


WHAT ARE YOU TAUfiMG 
WEVE GOT A THrSF IN ABOUT? ANP WHY ARE YOU 
OUR GROUP'/ lOOKiNG AT WE? 



TO SETTIE BEFORE WE BEGIN 


SOMEONE TOOK WY TEN 
SIPEP PIE LAST WEEK. NO 
ONE^ PlAYlNG UNTIL I GET 
IT PACK. 


SO BOTH OF YOU, EMPTY OUT 
YOUR Pia BAGS ON THE TABLE 


PONT EVEN THINK OF 


COME ON POP ' YOU'RE TALKING ABOUT 
A POUAR'S WORTH OF PLASTIC ITS NOT 
WORTH LOSING YOUR FRIENPS OYER. 


LIKE BA SAlP, ITS JUST A 
STUPIP LUMP OF PLASTIC 

GET OVER XT BCAPP HEAP.'.' 


THAT WAS MY LVOCY PIE. EYB?Y SAVING-THROW |VE 


I'll BE PAMNEP IF |'M GONNA LET SOME STINKING THIEF 
MAKE OFF WITH |T. NOW EMPTY THOSE BAGS/.' 


J K M I i i^J 








HOO BOY ' rrs gonna be really PlRCUlT TO APMfT X 


JUST WHAT I 
THOUGHT/ YOUR 
ATOTUPE TELLS ME 
/ YOU'RE AS GUILTY 
. AS... 

\ WHHHUUf 
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A role-playing game from: 
Black Gate Publishing 
P.O. Box 1134 

Portsmouth, VA 23705-1134 


















The people who brought you Star Wai^: The Rolepla^ng Game 
invite you to plunge into a world of treacherous spies, 
thrilling chases, arcane artifacts and non-stop excitement. 
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